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Foreword 


Have you ever thought that there might be a conspiracy out there? 

Someone, or Something, really behind IT ALL. 

Manipulating everything. Wars, politics, the weather, advertising 
(especially advertising), the clothes you wear, the average length of 
hair, TV and Rock and Roll — the WHOLE PICTURE. 


There is. They are called the Disruptors. 


But it’s Okay. Luther Arkwright defeated them. We’re safe now. 
And the tale was told in three graphic novels by Bryan Talbot — who is 
Luther’s chronicler on this Parallel. 


That’s Parallel as in Parallel Earth. The Disruptors were not after 
just our little corner of all Creation, not by a long shot. 


We had it easy, really. No dangerously subtle manipulation of the 
religions on our Parallel, no supposedly accidental Eco-disasters, no 
Bio-engineered diseases with insidious social side effects, no tendency 
to concentrate wealth and power in the hands of a minority who are in 
turn controlled... 


Which makes it easy to relax. To play a game such as this. To take 
part in a strange and terrible conflict. To smash the conspiracy, tear 
away the mask, reveal and destroy the hidden forces manipulating those 
other Earths. 


Welcome to the Multiverse. 


I was hooked from the moment I came across Luther. The RatTrap 
episode in Psst magazine. 

I thought, this is great, this is the sort of thing I’d like to write. And, 
I wonder who Bryan Talbot is? 

That was quite a while ago, and I never did get to see any more of 
the Psst episodes, and I forgot Bryan’s name. 


And later, we met at the Preston SF Group. 

I found out I had not missed out on the rest of Luther’s adventures, 
they were still waiting to be published, most of the work yet to be 
hammered out on the page — well, pencilled and inked. 

I was lucky enough to see it being finished. 


Write the Role-Playing Game, Bryan asked me one night, at a Pres- 
ton SF Group meeting. That also was my good fortune. 


I also have the good fortune to have friends who have been willing 
to put up with my demands whilst this book was being written. 


This is it. It was not as easy, or as difficult, as I thought it would be. 

There was teach yourself Desk Top Publishing (including a small 
mistake on the computer which lost me 60% of the game). Finding out 
about printers and the printing process, learning the distribution trick. 
Getting the financial backing, losing the financial backing. Getting the 
money together again. 

In the meantime holding down a full time job. Buying a house. 
Marriage. And, most recently, parenthood — The real world. 


Gamers and Game Writers live in the real world. Our problem (if 
problem it is) is we have energy and imagination left after coping with 
reality. So we play games. 


What you hold in your hands is good, clean escapist fun. Use it as 
such. 


James Brunton. 


The Adventures of Luther Arkwright, the Role-Playing Game © 23rd Parallel Games, 1992. 
Arkwright is copyright 1989 by Bryan Talbot/Proutt. 
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INTRODUCTION 


What are Role-Playing Games? 


Role-Playing Games (RPGs) have 
been variously described as co-operative 
let’s pretend with rules and dice. Or as 
board games in which the board is the 
player’s imagination. 

All RPGs need a referee, commonly 
called the Game Master (GM), and one or 
more players. 


In an RPG the players take on the 
parts of various characters, be they wi- 
zards or warriors in some fantasy world, 
or the men and aliens of the far flung fu- 
ture. Whatever the setting the players are 
responsible for the actions and personal- 
ity of the character they play. 

To the Game Master falls the task of 
being everyone and everything else. A 
task that, fortunately, is not as daunting 
as it sounds. 


The Luther Arkwright 
Role-Playing Game 


The Adventures of Luther Arkwright, 
the Role-Playing Game, is based on the 
graphic novels, created by Bryan Talbot, 
which detail the strange life and times of 
Luther Arkwright. 


How To Play LARP 


Players in LARP take the parts of men 
and women living on one of the myriad 
alternative Earths. 


These Earths co-exist with our own, 
and the Earth on which the players’ char- 
acters live might be one very much like 
our own: the same balance of super- 
powers, the same nations, politics and re- 
ligions. Yet have some minor difference, 
such as a more unified Europe, or it 
might be less technologically advanced. 
Their Earth might be under the rule of 
the Third Reich, or be an Earth domi- 
nated by the influence of the Holy Ro- 
man Empire. 


Across these parallel Earths a secret 
war is being fought for their control. The 
instigators of this conflict are known as 
the Disruptors, a collective term for a 
number of mysterious organisations, 
which have existed since at least the fif- 
teenth century. 

These Disruptors have been manipula- 
ting the social and technological develop- 
ment of many parallel Earths towards 
ends which are as mysterious as the Dis- 
ruptors themselves. 

There are few Earths free of Disrup- 
tor influence. It was on one of these, a 
curiously stable parallel, that a culture 
and society arose which now attempts to 
counter the Disruptors’ activities. This is 
the Earth which is known as ZeroZero. 


The players’ characters will, in some 
fashion, be drawn into this conflict. The 
first adventure may be the circumstances 
which first involve them in this strange 
and terrible war. Or the characters might 
be created as veteran ZeroZero agents, 
fully aware of the conflict, and attempt- 
ing missions set for them by their Section 
Leaders on ZeroZero. 


Most of the play is verbal exchange. 
The players tell the Game Master (GM) 
what they want their characters to do. 
The GM will then describe the conse- 
quences of the characters’ actions. In de- 
termining what exactly happens the GM 
and players make use of the game rules 
and their imagination. 


The GM has the responsibility of pre- 
paring the adventure the players under- 
take. 

He has to create a challenge that will 
entertain and excite them. Whilst the 
game is being played he has to be careful 
to remain unbiased, even when (as often 
happens) the players out-wit, forestall and 
avoid some of what the GM has prepared. 


The players are under the obligation 
to play in character. The most difficult 
thing to avoid is the use of knowledge, or 
capabilities, that the player has which the 
character does not. 

Most players are well aware what of a 
computer keyboard is, but a character 


who is native to a pre-industrial parallel 
is going to have no idea whatsoever. A 
player with martial arts knowledge is per- 
fectly capable of stepping inside the 
swing of a punch, their untrained charac- 
ter is more likely to back off instinct- 
ively. 


Playing the characters, and in the 
GM’s case the supporting cast of Non- 
Player Characters (NPCs), within their 
limits is the challenge of really good role- 
playing. Acting out the role, doing what 
the character would do, saying what they 
would say and how they would say it, is 
the most difficult part of the game. When 
it is done well it adds to everyone’s enjoy- 
ment. 


Co-operation is another essential part 
of good role-playing. Gaming is a social 
activity. 

Most role-playing games are played by 
groups of four or five people. Which 
makes for one GM and three or four play- 
ers. Consequently the adventures written, 
both by 23rd Parallel Games and GMs, 
will usually be designed as group chal- 
lenges. The players have to work together 
to succeed. 


This is not to say that the actual 
“characters” have to get along, a fair 
amount of character conflict (“clash of 
personalities’), can add a great deal to the 
game. However, team work on the part of 
the players and their characters, is often 
the only thing standing between them 
and failure; which, against the Disruptors, 
can mean the death of the characters. 

The players get to go on, but with new 
characters. 


The GM must be able to rely on the 
co-operation and honesty of the players. 
The GM should not be regarded by the 
players as their opponent. The Disruptors 
are the characters’ enemies, not the GM. 

The GM is also playing the game for 
enjoyment. And it is up to the players to 
interact with the situations the GM cre- 
ates so that he too can enjoy the product 
of his labour. The best games entertain 
both the GM and the players. 


Unlike most games there are no win- 
ners or losers in role-playing games. The 
success of the players lies in how well 
they cope with the challenges the GM 
presents them with. If the players enjoy 
the adventure (whether their characters 
live or die) the GM has done well. 


Players often measure their success in 
role-playing games by the development of 
their character. As game-time goes on a 
character will improve his or her skills, 
learn new ones and acquire a knowledge 
and understanding of the multiverse. In 
many adventures knowledge, and the 
power it brings, are goals in themselves. 


Characters will continue in play until 
their, often untimely, demise or until re- 
tired. A retired character is handed over 
to the GM to use as an NPC. 


Using the Dice 


At least four dice are needed to play, 
one pair for the GM, another pair for the 
players. 

The dice used in LARP have twenty 
sides. These are numbered in two sets of 
“1” to “9,” and “0.” 

These dice can be bought in most 
shops that sell Role-playing games. 

Rolling a single twenty-sided dice 
generates a number between One and Ten, 
with the “0” being read as Ten. The rules 
abbreviate a single dice as “1D10.” 

The dice can be used to generate num- 
bers between 3 and 12, simply by rolling it 
and adding 2 to the result. The abbrevia- 
tion for this is “1D10+2.” 

Numbers between 2 and 20 are gen- 
erated by rolling two twenty sided dice 
and adding the results; in short “2D10.” 
The figure before the “D” tells you the 
number of dice to be rolled, the figure 
afterwards states the type of dice to be 
used. 


Percentile Dice 


Another use for two twenty-sided dice 
is the generation of numbers between one 
and one hundred. The die rolled first, or a 
die of a certain colour, is used to generate 
the “tens” digit. The second, or different 


colour, die is used to generate the “ones.” 

In this case the roll of a “0,” followed 
by a “4” would be the number four. A roll 
of “6,” then “2” would be sixty-two. 
When a “0” is followed by another “0” on 
the second die, one hundred has been 
rolled. 

The term “percentile dice” is abbre- 
viated as “D%.” 


Other Play Aids 


The players will need to keep a record 
of their character. A character sheet has 
been included at the end of this book. 
Photocopies may be taken of as many as 
are required. Alternatively, you might de- 
sign your own, a character sheet should 
contain all the important information 
about a character required during play. 


It is advisable to keep notes on tem- 
porary changes to the character on a 
piece of scrap paper. That way the actual 
character sheets last a little longer. 


Scrap paper should also be on hand to 
make notes about the current adventure, 
to write private notes on and to sketch out 
rough maps of the places the characters 
may find themselves in. More detailed 
maps can be drawn on graph paper. 


When the characters get involved in 
close combat it is useful to have a scale 
“floor plan,” on which the players and 
GM can place counters or miniatures to 
represent the characters and NPCs. 


The GM should also have a table 
where he can arrange his notes. To keep 
these from the (accidental) gaze of the 
players some sort of screen should be con- 
trived. The simplest can easily be cut 
from a cardboard box. 


Other things that have proven invalu- 
able in our gaming are: generous quanti- 
ties of coffee, snacks and the occasional 
piece of atmospheric background music. 
A room where you can all sit or sprawl in 
comfort is also required. 


If you have cats, expect your dice to 
disappear occasionally. 


we 
5 


“7 - 
‘(fare 
, iy ge 

a). Gh Me 
ae ‘ 
: , , 
‘ 


Pos ae ait 
oP aa 


Ip p Veet al 
VY = 
ae a 
- = 


q 


NA RS. 


-——_— 


Creating the Player 
Character 


Defining the Character 


There are numerous factors which make 
up the whole of a person. These can be 
summarised as: 
Physical attributes. 
Mental attributes. 
The environment they live in. 
What they have done and learnt so 
far in their life. 
Character creation in LARP is in- 
tended to reflect the above. 


The first step is to generate the char- 
acter’s mental and physical attributes. 
There are six attributes: 


Strength, Endurance, Dexterity, 
Intellect, Willpower and Psi-rating. 


All are created randomly, through the 
use of dice rolls. 


At this point in the character’s crea- 
tion the GM should detail the parallel 
from which the player character (PC) ori- 
ginates. This will usually be the Earth on 
which the PC is still living. 


During the next step the player is gi- 
ven a certain number of points with 
which to purchase skills for the charac- 
ter. Exactly what skills are available will 
depend on the parallel on which the PC 
lives. 


For example, computer skills are not 
available on parallels where technology 
has not progressed beyond the level of the 
middle ages. Whereas the ability to climb 
is common to all parallels. 


The player then purchases the skills 
he wants. Once this is done a rationale 
must be worked out for the character; in 
effect the PC’s life story to date. This ra- 
tionale has to satisfy two conditions. 

Firstly, it must justify the skills the 
PC has, and secondly, it must be coherent 


CHARACTER GENERATION 


with the parallel’s society, culture and 
technology. 


Finally the PC is passed to the GM 
for scrutiny. The GM will take this oppor- 
tunity to alter anything (after discussion 
with the player) which seems inconsistent 
or unbalanced. 


Character Attributes 


The six attributes are used to define 
the PC’s mental and physical prowess re- 
lative to the other inhabitants of the mul- 
tiverse. 

Each attribute places the PC on a scale 
which ranges from the fractional to, in 
some cases, the near infinite. 


Physical Attributes 


STRENGTH (STR) 

Strength is used to define a PC’s car- 
rying and lifting capability, as well as 
how much force they can bring to bear in 
hand to hand combat. 

LARP defines the average human 
strength as 40. Enabling our average hu- 
man to lift and carry 40 lbs with relative 
ease. To bear a burden of between 41 lbs 
and 80 lbs would soon have them ex- 
hausted. For them to lift up to 160 lbs is 
not too great an effort, but to attempt any- 
thing heavier than 240 lbs would be 
stretching them to the limit of their STR. 


STR is generated by rolling 4D10+20. 
(Which means that a character will 
have a STR in the range 24 to 60.) 


ENDURANCE (END) 

This is the measure of the PC’s gener- 
al health and fitness. This attribute covers 
the important area of the character’s abi- 
lity to sustain and recover from injury. 

It is used to calculate how effective 
they are at resisting illness, disease and 
poison. 

How well they can withstand pain and 
how long they can go without rest are also 
affected by END. 


END is generated by rolling 4D10+30. 
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DEXTERITY (DEX) 

Speed, balance, hand to eye co- 
ordination and agility are all covered by 
the DEX attribute. 

Dexterity determines how many Ac- 
tions a character can attempt during a 
Combat Round. (Actions and Combat 
Rounds, and their use, are fully explained 
in the section on Combat; page 38.) 


DEX is generated by rolling 4D10+30. 


The number of Actions is calculated 
by dividing DEX by 10, any fractions are 
dropped. 


For example. Harry Fairfax has a 
DEX of 63. 63 + 10 = 6.3. The fraction is 
dropped, giving Fairfax a total of 6 Ac- 
tions per combat round. 


Mental Attributes 


INTELLECT (INT) 

Intellect defines the PC’s learning and 
reasoning ability. Characters with a high 
INT are more likely to see all the possibi- 
lities of a given situation than a less intel- 
lectual companion. 

INT determines the speed at which a 
character can gather and utilise informa- 
tion. If a PC is attempting to learn a new 
skill, or improve an existing one, INT is 
le to determine the rate at which they 

earn. 


INT is generated by rolling 5D10+20. 
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WILLPOWER (WIL) 

The Willpower of a character repre- 
sents their ability to function under 
stress, be it physical or mental. As well as 
indicating their general determination 
and resolve. 

If a PC is attempting a long term task, 
such as learning another language, whilst 
INT is used to determine how fast they 
learn, WIL is used to see whether they 
have the motivation to actually carry it 
through. 

The most important use of WIL, how- 
ever, is in conjunction with Psionics. A 
high WIL will aid the character in resist- 
ing psionic attacks and in the practise of 
certain Psionic abilities. 


WIL is generated by rolling 6D10+10. 


PSI-RATING (PSI) 

Psionic energy is the binding force of 
the multiverse. It permeates everything 
and everyone. The PSI attribute indicates 
how in tune the character is with this vi- 
tal force. 

Whilst everyone has a Psi-rating there 
are precious few people that are able to 
make even the slightest use of it. Those 
that can are termed “psionically active.” 

Thus there are two types of PSI, active 
and inactive. Whether or not a PC is Psi- 
active is used to determine their sensitiv- 
ity to (and effect on) psionic activity or 
phenomena. Someone with a very high in- 
active PSI will usually manifest a minor 
psionic talent. They might have an extre- 
mely well developed sense of direction, 
have a “time sense,” or experience extre- 
mely strong and accurate hunches. 

The rules for the use of psionics are 
given later, see page 79. 


During character creation the GM and 
players must decide between them which 
characters are “active” psychics. It is ad- 
visable for only one or two players in each 
group to be Psi-active. Psychics are extre- 
mely rare, though PCs will have a higher 
incidence of them amongst their ranks. 
Also, to have an “active” Psi-rating is not 
as advantageous as it first appears to be. 


PSI is generated by a percentile dice roll, 
D%. Giving a Psi-rating of from 1 to 100. 
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Skills 


After the attributes have been rolled 
the next step is to work out the skills the 
character has. These represent the body 
of training and knowledge that the char- 
acter has accumulated so far in their life. 

Some skills are purely developments 
of natural abilities that we all have; such 
as jumping or climbing. Others have to be 
acquired from scratch: no one is born 
with innate geographical knowledge. 


The combination of skills a PC has 
must reflect both their background and 
their personality. It is here that the char- 
acter becomes something more than six 
numbers, as the player begins to create 
the person they want to role-play. 


Initial Skill Acquisition 


To begin with the players must have 
some background on the parallel of their 
characters’ birth. The GM should provide 
an outline of that parallel’s history and 
present day society. This give the players 
a guide to which skills are open to them, 
as well as an indication of what sort of 
person may have grown up on the “home” 
parallel. 

A useful aid here is a list, compiled by 
the GM, of all the skills that the PCs are 
able to choose from. 

The player then determines how old 
their character is. From the PC’s age, INT 
& WIL, the number of points the player 
has to spend on skills is calculated. This 
number may again be changed by the GM. 
Following this the player begins to build 
his character. 

_ The easiest way to do this is to look at 
the PC’s life chronologically. The player 
should ensure that not only practical 
skills and abilities are considered, but 
that the PC has at least one hobby, pas- 
time or interest. 


If the character being created is al- 
ready aware of the Disruptor-ZeroZero 
conflict the GM will adjust the PC’s skills 
to reflect this. 
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Life Points 


Everyone learns things as they grow 
older, they either improve what they are 
already know, or learn new abilities all to- 
gether. How intelligent and determined 
you are also effects how much you learn. 
In game terms the three factors are Age, 
INT and WIL. 


A character has as many points to 
spend on skills as their Age multiplied by 
ten, plus their INT and WIL. These points 
are called Life Points elsewhere in the 
rules, to avoid confusion with “percentage 
points.” 


For example, Adrian (a player) has 
rolled up a character with INT of 58 and 
WIL of 55. 

Together with the GM he agrees that a 
fairly active character will be best, so he 
picks an age of 27. 

The total number of points he has to 
spend is 27 x 10 + 58 + 55 = 383. 


The Effect of Age 


It is assumed that the player will be 
creating a character that has lived 
through their “formative years,” and is 
not of an extreme age. 

In game terms it is usually best for a 
PC to be between 16 and 40 years of age. 

Whilst it might seem that a rather old 
character would be the most advantageous 
to have, everyone suffers from the effects 
of age, either from the relative inexper- 
ience of youth, or the gradual decline of 
old age. 
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If a player wants to play a youth or 
oldster their Stats are generated using the 
notes in the GM’s section. The following 
formulas are used to determine the “life 
points” available. 


Youth, age 5 to 15 years: Age x 5, plus 
INT and WIL. 


Oldster, 40 plus: generate life points as 
normal. Then subtract 2 life points for 
each year over 40. And then subtract 1D10 
life points for each decade over 40. 


Using Life Points 


Each life point a player spends on a 
skill will increase it by one percentage 
point. For certain skills the first life 
point spent will purchase the skill at a 
starting percentage; see later. Thereafter, 
each point spent will increase the skill 
rating by one percentage point. 


The table below gives a guideline to 
the relative skill levels indicated by the 
percentage rating. 


Skill Rating 


Proficiency 
1 to 20 Unskilled/ 

casual experience 
Proficient 
Professional/ 
highly skilled 
Expert/ elite 


21 to 40 
41 to 80 


81 to 100 


Skill Rating - The character’s 
“skill percentage.” 
Proficiency - Indicates the esteem 


in which each level of “skill rating” 
is held. 


The further uses of life points are 
covered in the GM’s notes, as “optional 
rules.” The GM should tell the players if 
he is using these rules, and if so, what op- 
tions are available to them. 


The options include: increasing the 
characters attributes and “special back- 
grounds.” These would include having, 
say, a fabulously wealthy character, or a 
character who is a famous film star. 


CHARACTER GENERATION 


Maximum Skill Rating 


Skills may only be purchased to a 
maximum rating of one hundred percent. 

During play the circumstances under 
which a skill is used may increase the 
skill to over “100.” Certain psionic talents 
may also increase a character’s skill ra- 
ting to over “100.” 


Cultural Skill Adjustment 


Everyone is a product of their envir- 
onment. The cultural skill adjustments re- 
flect this. Each cultural group on every 
parallel will have a number of skills in 
which most people will automatically re- 
ceive some training. 

Perhaps the most obvious (in the West- 
ern World) are those represented by edu- 
cation: primarily, literacy and a basic or- 
ientation about the world we live in. 


Most people in the United Kingdom 
are supposed to leave school with a basic 
proficiency in Reading English. In game 
terms this would be reflected by a skill 
rating of 21 to 40 percent. 


During the purchasing of skills a 
character will automatically receive some 
skills at a basic rating, to reflect the cul- 
tural bias on them. Or, if he chooses a 
skill affected by his culture, he will re- 
ceive it ata minimum rating. 


An example of the latter is “Drive 
Auto.” When most people learn to drive 
they have to take lessons and pass a driv- 
ing test. To reflect this when a player, 
whose character lives on a parallel where 
this applies, chooses “Drive Auto,” for the 
first point they spend they will get the 
skill at a minimum score; a Starting Per- 
centage (SP). 


In our modern Europe the first point 
spent on “Drive Auto” would buy the skill 
at a rating of “30.” 

Prior to 1950 the initial rating would 
be “20,” and the GM would have to con- 
sider whether or not the skill would have 
been open to the character. 


Cultural skill adjustments are decided 
by the GM. Various “cultural skill tem- 
plates,” listing examples of such adjust- 
ments, are given in the GM’s section. 


However, if a player thinks there is a 
reasonable chance for a “cultural skill ad- 
justment” to be given to his character 
then he should take the matter up with 
the GM. 


Profession Adjustment 


After all the character’s skills have 
been purchased the player receives a 
further twenty “percentage points” to 
spend. These must be divided amongst 
those skills relevant to the character’s 
“profession.” 

This final bonus reflects the fact that 
some degree of excellence is generally to 
be expected in one’s chosen career. The 
GM may, depending on the parallel and 
character’s circumstances, reduce or in- 
crease this bonus. 


Exactly what skills to use this bonus 
on is up to the GM and the player to de- 
cide. The player has to be able to justify 
the choice of skills. Whilst the GM will 
have to consider whether of not they fit 
in with the parallel and culture in ques- 
tion. 


Finally the finished PC is handed to 
the GM for his approval and tinkering. 


Character Generation 
Summary 


1° Randomly generate the character’s at- 
tributes. 

2 © Decide the character’s age & calculate 
Life Points. 

3 Note those skills to which a “Cultural 
Adjustment” applies. 

4 ¢ Spend the Life Points on skills, bear- 
ing in mind the character’s rationale. 

5° Profession Adjustment; usually +20 
percentage points. 

6° Final adjustment and checking by the 
GM. 
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Game System and Skills 


The Skill Rating 


The score a character has in each skill 
represents two things. 


1 - Their general level of competence in 
that skill or ability. 

2 - It is the percentage chance of the 
character succeeding in a “critical” or 
“important” use of the skill. 


How Skills Work 


The actions any character attempts 
fall into three areas: 


1 - Normal actions. This covers anything a 
player states their character is doing, 
which will always be successful under 
normal circumstances. These actions are 
always assumed to be 100% successful. 

Normal actions include walking, talk- 
ing, listening, seeing, picking up and car- 
rying light objects. 


2 - Non-critical actions. This covers the 
routine performance of a skill or ability 
in the circumstances normal to it. Success 
in these conditions is normally assured. 

The player makes a percentile roll 
(D%), which is then compared to the rele- 
vant skill or attribute to give a result; a 
modifier of +20% to the skill is usual in 
these circumstances (see later). 
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Alternatively the GM will state that 
the Non-critical action can be performed 
successfully by anyone with a skill rating 
of a certain percentage. This requires 
that a character be competent in the skill, 
so the minimum is usually set at “30%” — 
mid-range “proficiency” in the skill. 


Examples of non-critical actions in- 
clude: the day-to-day driving of a vehicle 
or an average day’s work (based on the 
skill most used in the character’s job). 


3 - Critical actions. Whenever a character 
attempts something under stress, or wants 
a precise result from the use of a skill, it 
is a “critical action.” 

Given the nature of LARP these will 
probably be the most frequently made 
percentile rolls. 


Examples of critical actions include: 
dangerous leaps, hacking into secure com- 
puter systems, repairing equipment with- 
out the proper tools or facilities and any 
combat situation. 


The rules occasionally refer to non- 
critical actions as N-crit rolls. Critical 
actions are referred to as Crit rolls or, 
simply, skill rolls. 


You'Ll COME NOW 
'ELLO UNLESS YoU WANT THESE 
G GENTLEMEN To KNOW 


OH-IT’S You. 


‘ANG ON -/’LL BE YOU'VE BEEN CHEATING... 
WITH YOU INA ' 


KNOW |... 
| MEAN I’M NOT... 
OH ALRIGHT 


Coo 


Arkwright makes his Observation 
roll — Result Area C — to observe 
that Fairfax is cheating and the 
method he is using. 
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Making a Skill Roll 


There are two tables used to interpret 
the results of skill rolls. The Skill Resolu- 
tion Table (page 15) and the Resistance 
Roll Table (page 14). 


Skill Resolution Rolls 


To decide whether a character suc- 
ceeds in the use of a skill, the player rolls 
D%. If the result is equal to or under the 
character’s skill rating they have suc- 
ceeded. If not, then they have failed. On 
many occasions it will be enough to know 
simply whether the character succeeded 
or failed. When this is the case the Skill 
Resolution Table will not be required. All 
you need is the character’s percentile skill 
rating. 


In the critical performance of a skill 
however, it is sometimes necessary to 
know just how well a character did, or 
just how badly they failed. 


The Result Areas, A to E, show the 
range of possible success a character can 
enjoy on any given skill roll. 


A - Critical success. When this is rolled 
the character has achieved the best pos- 
sible result. The use of the skill comes off 
flawlessly. 

Where applicable the results are four 
times better than average. 

The time to use the skill is the mini- 
mum possible required. 

In a combat situation an “A result 
area” use of any skill, except a Combat 
skill, does not take an Action. In effect, 
the character has performed so well that 
they have bought themselves a moment 
more. 


B - Precise success. On this result the 
use of the skill has achieved exactly what 
the character or GM required. 

Where applicable results are three 
time better than average. 

The time required to use the skill is 
one-quarter (4) of that normally required. 
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C - Complete success. Much the same as 
a B result. 

Results will generally be twice as 
good as the average. 

It will take one-half (4) of the usual 
time to perform the skill. 


D - Success, or Average performance of 
the skill. 

The task is performed competently 
enough, in the time usual for it’s perfor- 
mance, but is nothing to write home 
about. 


E - Partial success. On this result the 
character has done what he wanted to, but 
has made a rather sloppy job of it. 

Something produced with an E result 
would be regarded as a make-do affair, 
until it can be improved upon. 

The results are perfectly usable. 

Where time is a factor the task will 
take the normal time. 


Modifiers to the Roll 


The use of any skill also depends on 
the circumstances in which it is used. 

There is a great deal of difference be- 
tween driving a computer enhanced, arm- 
oured battle-wagon across the wastes of 
Australia and in pursuing it on a motor- 
bike. The driver of the battle-wagon has a 
lot more going for him: computer enhan- 
cement will increase his Drive Auto skill 
rating. Whilst the rider of the pursuit 
bike has to rely on his own raw skill ra- 
ting. 

The GM will decide any modifiers to 
the skill roll. The modified percentage 
chance is then the rating used for that 
particular situation. 

The following modifiers are sugges- 
tions only. GM’s should take care to apply 
them only when necessary. Having to 
make too many adjustments to the skill 
rating, before rolling the dice, slows the 
game down. 


Positive Modifiers 


+30%: The character is performing a 
practised or rehearsed activity in the 
best possible conditions. 
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+20%: This modifier usually applies 
to all “Non-Critical” uses of a skill. It ap- 
plies where the skill is being performed 
under the best possible conditions and the 
PC is under no undue pressure. 


+10%: Best possible conditions, but under 
pressure. 


Negative Modifiers 


-10%: Character lacks a few pieces of 
equipment, or conditions are poor. 


-15%: Character working under great 
difficulty. Equipment may be damaged or 
faulty. 


-20%: Worse possible conditions for the 
performance of the skill; any worse and it 
may not be possible at all. 


Combining Skills 


There are two ways to combine skill 
rolls. They may either be averaged, or 
read from one roll as overlapped. 


Averaging skills should be _ used 
where the skills have to be used together 
for the same end. 

This might be when a character 
has to use both Scent and Taste to 
identify a yellow powder; the skills are 
added together and divided by two. 


Overlapping takes place when a char- 
acter tries to do two separate things at the 
same time. 

It is quite a usual occurrence for a 
character to wish to move silently whilst 
remaining concealed from sight. In this 
case Stealth and Hide are overlapped. One 
roll is made and read for both skills. De- 
pending on the result it is perfectly pos- 
sible for a character to tread perfectly 
quietly, but be seen if there is anyone 
watching. 

Another frequent overlap is the use 
of Stealth and the Pick Locks skill. 

A character might have Stealth: 28% 
and Pick Locks: 40%. He attempts to open 
a padlock silently. One percentile dice 
roll is made, resulting in a 35. The result 
being that the padlock opens, but with an 
audible click! 
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Resistance Roll Table 


The other method of resolving skill or 
attribute tests is by use of the Resistance 
Table. This table is very useful where an 
attribute, or skill, is matched against an- 
other. 


RESISTING SKILL or ATTRIBUTE 


Example: A PC is trying to force open 
a door, held shut by a Disruptor agent. 
The PC has a STR of 54, the Disruptor 
has a STR of 35. 

The PC’s STR rounds down to 50, the 
Disruptor’s STR is already a “whole five.” 
The GM looks along the top of the table 
to the “50” column, and then down to the 
“35” row. The result is “65.” 

The PC has a sixty-five percent 
chance of forcing the door open. 
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To use the Resistance Table, simply 
cross-index the active skill or attribute 
against the skill or attribute being used to 
resist it. Round the skill or attribute down 
to the nearest five percent or “whole 
five.” 


ACTIVE SKILL or ATTRIBUTE 
5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 00 


Resistance Roll Formula 

If a very accurate Resistance Roll per- 
centage is required the following formula 
can be used. 


Resistance Roll % = Active skill or attri- 
bute minus Resisting skill or Attribute 
plus 50. 


In the preceding example this would 
result in: STR 54 - STR 35 + 50 = 69%. 
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Skill Resolution Table 
RESULT AREAS 


Damage Multipliers 


Skill Rating 
01-05 
06-10 
11-15 
16-20 
21-25 
26-30 
31-35 
36-40 
41-45 
46-50 
51-55 
56-60 
61-65 
66-70 
SB test a. 
76-80 
81-85 
86-90 
91-95 


96-00 


Burst — Auto Tw [ow [u-+[u-2]w-s [ues 
ne SS 
I 


T ime to use Skill 
Skill Modifiers 


+30% Rehearsed & Best possible conditions -10% Poor conditions, equipment missing 
+20% ‘“Non-Critical” or Best possible conditions -15% Great difficulty, damaged equipment 
+10% Best conditions, under pressure -20% Worse possible conditions 
Combat Modifiers Hit Locations (1D10) 
ATTACK DODGE 1: Richt L 
Target is surprised: +30% Restrained: - 20% 2 Lent cee” 
Attack from behind: +20% Confined area: - 10% 3: Lower torso 
Stationary target: +50% Movement slowed: -10% 4-5: Upper torso 
Restrained: +20% Prone or Climbing: -10% 6-7: Right arm 
Moving target: 8-9: Left Arm 
— Walk/ trot: na PARRY 10: Head 
— Run: -10% Restrained: - 20% 
— Sprint: = -20% _— Prone: 10% Aimed Attacks: Head: -20% 
— Swimming: -10% Other locations: -10% 
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Skill Resolution Table 


How to use the Skill Resolution Table. 

The Skill Rating column (left hand 
side of page 15) divides the possible skill 
ratings into twenty groups of five. 

Cross reference the character’s Skill 
Rating with the result of the D% roll in 
the six columns to the right. 


Maximum Skill Rating 

The maximum Skill Rating possible is 
100%. There is always a slight (5%) 
chance that the character will fail in the 
use of a skill. 


Minimum Sill Rating 

Negative Modifiers can reduce a Skill 
Rating to “O” or below. This means it is, 
due to the circumstances, impossible to 
succeed in the use of the skill. 

However, the GM can stipulate that no 
matter how great the modifiers against 
the character succeeding that they will 
always have a “5%” chance. 

This gives the PCs a slight chance to 
pull off the shots and stunts which they, 
as the “Heroes” of the game, should be 
entitled to. 


Result Areas 


See page 12. For Psionics using Result 
Areas see page 102. 


Damage Multipliers 


See page 61. 

The Damage done by a successful at- 
tack is rolled and multiplied by the Dam- 
age Multiplier. 


Burst — Auto 


See page 60. 

M = the number of shots fired. 

NB: -10% per shot in a Burst OR Auto 
modifier to Attack roll. 


Conflicting Skill Modifier 


Applied to any Skill Roll which fol- 
lows the successful use of another skill; 
except Combat Skills. 
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This generally reduces the character’s 
skill rating. It can, if the GM allows, be 
used in reverse to prepare the way for the 
use of another skill. In which case it 
would act as a positive modifier. 


For example, Jason is attempting to 
use Escape Artist: 64% to loosen the ropes 
tying him up. The Disruptor Pawn who 
bound him had a DEX of 47, and rolled a 
“07” when tying Jason up; see page 22. 

Jason’s Escape Artist is reduced to 
49%. 


e Sprint. See page 40. 

e Time to use Skill. See page 12. 
e Skill Modifiers. See page 13. 

¢ Combat Modifiers. See page 42. 
e Hit Locations. See page 62. 

e Aimed Attacks See page 63. 


Default Skill Rating 


On occasion a PC may have to attempt 
something in which they have no Skill 
Rating, and for which an Attribute Use 
(page 28) is not suitable. 

Some skills do have a minimum ra- 
ting, calculated from the PC’s Attributes. 

For a single use of a skill in which 
the PC has no other training they use a 
Default Skill Rating of 1D10, plus any 
minimum rating. 

If they make an INT roll 2D10 are 
used, to a maximum Default Skill Rating 
of 20%. 


For example , Jason does not have the 
skill Research, but is attempting to find 
out all he can about a Disruptor con- 
trolled company. To this end he is spend- 
ing an entire day in a Library and Record 
Office. 

Jason has INT 48 and PSI 72, so his 
minimum Skill Rating is 12%. 

He rolls D% against his INT and rolls 
under it. His final Default Skill Rating is 
2D10 (8+5) + 12 = 25; so the maximum of 
20% is applied. 

As Jason has various indexes available, 
is not under any pressure and is spending 
a whole day on the problem the GM mod- 
ifies the roll by a further +10%, to 30%. 


A character with Research would 
take a couple of hours to attempt the same 
use of the skill, with a +20% modifier. 


Failed Skill Rolls 


Just because the skill roll is failed it 
does not mean the character has totally 
botched the job. The consequences of 
failing vary from skill to skill, situation 
to situation. 


A failed Read/Write Language roll 
can mean either producing a letter dotted 
with spelling mistakes, or writing some- 
thing that is incomprehensible. 

The bigger the mistake the easier it is 
to notice. A failed Drive Auto roll could 
mean anything from a fatal crash, to not 
indicating a turn. Again, the greater the 
degree of failure, the more serious the 
consequences. 

Small mistakes are generally easy to 
correct. Big mistakes are harder to deal 
with, and may defy remedy altogether. 
An inexperienced person is more likely to 
make more and bigger mistakes. Someone 
with a great deal of experience is less 
likely to make mistakes, but small errors 
will creep in from time to time. 


The following rules are intended to 
make sense of failing the skill roll: so that 
not every failed Pilot Aircraft roll turns 
into a “crash and burn” experience. 


Degree of Failure 


This is equal to the percentile roll 
minus the skill rating. 

The degree of failure is the charac- 
ter’s chance of noticing that a mistake 
has been made. 
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Some mistakes, by their very nature 
will be immediately apparent. 

Where this is not the case a character 
has a maximum chance of noticing a mis- 
take equal to their skill rating; so the De- 
gree of Failure can often be higher than 
the character’s chance of noting their er- 
ror. 
If the mistake is noticed the character 
can attempt to correct it. To do so they 
must make a second skill roll at their skill 
rating minus the Degree of Failure. 

Obviously some mistakes will be so 
great that the character will have no 
chance of correcting them. 


The number of attempts the character 
gets at correcting a mistake depends on 
the circumstances, the further results of 
the “corrective” skill rolls and how deter- 
mined the character remains. 

The GM decides the maximum num- 
ber of “correction attempts” allowable. 
The maximum is usually set at five. In the 
worst circumstances a character will usu- 
ally only get one attempt at saving the si- 
tuation. 


This would be, for example, one last 
pull at the controls to take a Sopwith Ca- 
mel out of its spin; following a failed Pilot 
roll. This assumes the plane was being 
flown at low altitude; a little higher and 
the GM could allow two attempts, and so 
on. If the “corrective” roll is itself a fail- 
ure then the next “correction attempt” 
must be recalculated. 


Example, a low flying pilot has Pilot 
at 60%. He is in a dogfight, where every 
slip can be dangerous. 

Going into a dive the player rolls a 70 
on the D%; failed by 10. The plane plunges 
too steeply. The character tries to correct, 
the chance being figured at 60% minus 
10%, resulting in a 50% chance. 

The player rolls a 54, 4 more than 
needed. The GM tells him that the ground 
is rushing up, and that he can make one 
last attempt to pull up before crashing. 
This is calculated at 50% minus 4, giving 
a 46% chance of pulling the aircraft up in 
time. 

The player rolls a 32 and regains con- 
trol just over the tree tops. 


Determination 


In some circumstances staying inter- 
ested in doing something correctly can be 
an important factor. 

One attempt at correcting a mistake 
can always be made without checking the 
character’s determination. If more are 
called for the player must first roll under 
the character’s WIL to see if they are re- 
solute enough to try again. 


In life or death situations the GM will 
have no need to apply this Determination 
roll. It should be used where the GM feels 
it reasonable that the character may give 
up in frustration. 


For example, a character is trying to 
repair his car. After failing to adjust the 
brakes system correctly he tries once 
more and fails. 

The next roll calls for a Determina- 
tion roll, the player rolls over the charac- 
ter’s WIL, and the PC gives up; presum- 
ably going off to call the local mechanic 
in. 


ITS FRUSTRATING. WE'VE NO 

_ CONCEPTUAL MODEL FOR 
FIREFROST SO IT'S HARD To 
|SOLATE SPECIFIC EFFECTS. 
WE'RE WORKING IN THE DARK. 
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Skill Definitions 


The listing of skills is given in two 
sections. 


The first part defines those skills com- 
mon to all characters. These are derived 
either from the five senses, or detail basic 
physical abilities. 

The second part gives an alphabetical 
listing of those skills which typically 
have to be learnt. These have to be bought 
either from zero, or may have a “starting 
percentage,” based on the character’s at- 
tributes, culture or background. 


Common Skills 


The following starting percentages are 
derived from the character’s attributes, 
through the use of simple formulas. In all 
cases any fractions are dropped once the 
calculations have been completed. 

e Senses 

Listen: PSI divided by 2, plus 15. 
Observation: PSI divided by 5, plus 20. 
Scent: PSI divided by 10, plus 5. 

Taste: PSI divided by 10, plus 5. 
Touch: PSI divided by 10. 

e Physical 


Climb: STR plus DEX, divided by 5, plus 
20. 


Deftness: DEX divided by 10, plus 10. 
Hide: DEX plus PSI, divided by 10, plus 
20. 


Jump: STR plus DEX, divided by 5, plus 
20. 


Stealth: DEX plus PSI, divided by 5. 
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Common Skill Definitions 


e Senses 


Listen 

This skill is used when a character has 
to listen intently to a sound. It covers try- 
ing to eavesdrop on a conversation across 
a noisy room, or listening through doors 
or walls. 

The GM will modify the Listen per- 
centage for the level of background noise, 
or thickness of barrier the character is 
trying to listen through. 


Observation 

This skill is used to spot anything con- 
cealed or not immediately obvious to first 
glance. 

Thus, a character could look at a man 
sat opposite them on a train, but an Ob- 
servation roll would be required to notice 
the Disruptor Lodge ring on his finger. 

Use of Observation covers everything 
from finding hidden compartments and 
concealed doors, to spotting an ambusher 
lurking in the bushes. 


Scent 

This defines the character’s sense of 
smell. This is usually an underdeveloped 
sense. It will reflect the character’s 
chance of catching a whiff of gas, the 
smell of blood or burning. 

In most cases the GM will modify the 
roll, based on the strength of the smell. 


Taste 

As with Scent this is usually an under- 
developed skill. Wine-tasters and 
Alchemists find a highly developed sense 
of taste very useful in their professions. 

The GM might allow a Taste roll if the 
character ingests a poison, given that the 
poison does have some taste. 


Touch 

Our tactile sense is typically used in 
connection with sight. As a result it does 
not function well in isolation. 

Touch will rarely be important as a 
sense, but on occasion a character may 
have to slip his hand into a hole and try to 
identify what’s within by Touch alone. 

In these cases Touch will provide a 
starting point for the GM to calculate the 
relevant percentage chance. 


e Physical 


Climb 

Exactly what a character can climb 
depends on the availability of hand holds 
and the pitch of the slope. A Climb roll 
will be required for every 10 to 30 feet. 
The greater the difficulty, the more fre- 
quently Climb rolls will have to be made. 

Where hand holds are scarce, or the 
slope is very steep, or overhangs, the GM 
will apply negative modifiers to the roll. 

If a character is using a rope, or 
climbing with the aid of some other piece 
of equipment, positive modifiers will ap- 


ply. 


Deftness 

This is used whenever the character 
has to make a delicate or dexterous man- 
ipulation: such as juggling or cheating at 
dice. It can be taken as a euphemism for 
the ability to “pick pockets”, although 
some GMs may allow the development of 
Pick Pockets (see later) as a separate skill, 
or sub-skill, of Deftness. 

A character could therefore be called 
on to make a Pick Pockets roll whilst dis- 
creetly /ifting something, but a Deftness 
roll when manipulating a fragile object. 


Hide 

This skill allows a character to con- 
ceal themselves from sight. There must be 
cover available for the character to Hide 
in; be it bushes, furniture or deep sha- 
dows. 

If a character wants to move and still 
remain Hidden an A to C result on the 
Skill Resolution table must be made. Very 
dense cover, such as jungle, will give a 
positive modifier to the Hide roll. As will 
wearing appropriate camoflage clothing. 


Jump 

This is used whenever a character has 
to jump through an opening, onto a ledge, 
between speeding vehicles or any other 
dangerous leap. 

The maximum distance a character 
can Jump depends on the Result Area. 
The “Damage Multipliers” are used to ad- 
just the basic distances for: 

e <A horizontal leap, four yards — 
maximum distance possible, without 
psionic or other aid, is 8 yards. 

e A vertical leap down, ten feet. 

e A vertical leap up, one yard. 

A short run up is assumed. If the jump 
is made from standing halve the distance 
possible for the jump. 


Stealth 

This skill allows a character to move 
quietly, with scarcely a noise. 

It is overlapped with other skills 
when a character wishes to perform them 
quietly. 


First Point Bonus - 
Common Skills 


During character creation the Com- 
mon Skills can be increased, like any 
others, by spending Life Points. 

As with General Skills there are some 
Common Skills to which a First Point 
bonus (see later) applies. 

These skills are listed below: 


Observation FP: +5% 
Scent FP: +10% 
Taste FP: +10% 
Climb FP: +5% 
Jump FP: +5% 


Note to Scent and Taste: The character 
must be one that can justify “Scent” or 
“Taste” as a professional or semi- 
professional skill. 


For example, a chef, chemist or narco- 
tics policeman would be able to justify a 
FP bonus in these skills. 


General Skill Definitions 


Where appropriate the Starting Per- 
centage (SP), or calculation used to ar- 
rive at it, has been included with the skill 
description. All characters will have a 
certain rating in a number of skills, this 
represents their natural talent, or com- 
mon sense aptitude, for the skill. 


The First Point (FP) score is shown 
next. This is the number of percentage 
points that the first Life Point spent on 
the skill will buy. It is added to the Start- 
ing Percentage, if there is one. 

The First Point bonus represents the 
advantage even minimal training or ex- 
perience can give. 


Those skills commonly affected by 
the Cultural Templates have been marked 
with a @ symbol to the side of the skill. 

There then follows a brief description 
of the skill and its use. The listing of 
skills is, by no means, exhaustive. 


A section on designing new skills fol- 
lows the definitions. 


SP: Starting percentage. 
FP: First Point, the first life point bonus. 


Accounting... 


Accounting 
SP: INT divided by 10. 
FP: +15%. 

This skill can be used to track the 
movements of money. Its use allows the 
character to balance the books of a busi- 
ness or any other large organisation. The 
character can check the accounts 
(whether kept on clay tablets or floppy 
disk) to see if they are in order. 

Given time, depending on the size and 
completeness of the accounts, the charac- 
ter should be able to find out the sources 
of income, as well as how the income is 
disposed of. 


Administration 
SP: None. 
FP: 10%. 

Users of this skill know how to deal 
with the bureaucrats and bureaucracy of 
governments or large businesses. They 
will be able to determine how any large 
organisation is, or should, be run. 


Anthropology 
SP: None. 
FP: 15%. 

Allows the user to determine what 
culture an individual has come from. Toa 
lesser degree it will enable the PC to 
make similar judgments about items and 
artifacts. 

When a new culture, or subtly differ- 
ent one, is encountered Anthropology can 
be used to make predictions about the 
culture’s social organisation and conven- 
tions. It will also aid the user in blending 
into different cultures. 


Archaeology 
SP: None. 
FP: 15%. 

A skill roll will identify the source 
and age of an artifact. It may also be used 
to recognise fake objects, or objects 
brought from another parallel. Where lar- 
ger sites or constructions are concerned 
an Archaeology roll will enable the PC to 
make deductions about the culture of the 
former dwellers, or the former use of a 
building. 

It may be combined with Anthropo- 
logy for this, if this gives a better chance 
of success. 


...Camouflage 


Architect 
SP: None. 
FP: 15%. 

This skill enables a character to de- 
sign buildings. Where appropriate they 
will be able to make informed guesses 
about the layout (and possibly the secur- 
ity arrangements) of buildings. 

They will also be aware of those 
“hidden spaces” common to most large 
constructions. Be they the hollow curtain 
walls, mouldings or raised floors, of less 
technologically advanced parallels, or the 
air vents, service crawlways and false ceil- 
ings found in more modern buildings. 


Arts 
SP: PSI divided by 5. 
FP: +10%. 

The character is talented in one or 
several artistic pursuits. These may range 
from Painting to Pottery, Graphic Design 
to Sculpture. 

A character having Arts skill will be 
able to make (fairly) accurate drawings of 
people or things they have seen. 


Astronomy 
SP: INT divided by 20. 
FP: +15%. 

Knowledge of the planets and stars. 
The character will also be conversant 
with the techniques and equipment used 
to observe them. 

They will also be able to navigate ac- 
curately by using the positions of the 
stars by night and the sun by day. 


Botany 
SP: None. 
FP: 15%. 

Use allows the character to correctly 
identify any plant. They will know of its 
possible uses, if any. 

If the plant is not previous known to 
the character, or is rare, a skill roll will 
enable him to identify its habitat. A 
further skill roll would, on a C or less, 
give him some idea of its possible uses. 


Camouflage 
SP: INT plus PSI, divided by 10. 
FP: +5%. 
The technique of concealing things, 
either objects or people, in cover. A suc- 


Chemistry... 


cessful Camouflage roll will reduce the 
chance of an Observation roll spotting 
the hidden item or person. This depends 
on how good the Camouflage roll was: see 
the Skill Resolution table, “Conflicting 
Skill Modifier.” 


Chemistry 
SP: None. 
FP: 10%. 

Allows a character to create and ana- 
lyse chemical compounds. The complexity 
of such work will depend on what equip- 
ment the PC has at his disposal. How far 
the science is advanced on the PC’s paral- 
lel will also be a factor. 

On certain parallels Chemists will be 
known as Alchemists; with the workings 
of their science buried in Occult lore and 
ritual. 


Communications 
SP: None. 
FP: 15%. 

At its most basic a character is fami- 
liar with simple two-way radio hand sets. 
Skilled communications experts will be 
able to send, receive and intercept scram- 
bled messages in a variety of mediums: 
from radio and ultrasonics, to laser and 
meson communicators. 


Computer 
SP: None. 
FP: 15%. 

The user can operate and write pro- 
grams for computers. As their skill in- 
creases they can hack into “secure” com- 
puter systems, learn new computer lan- 
guages and techniques. 

On the more advanced parallels, Com- 
puter can be an invaluable skill. 


Crafts 
SP: INT plus PSI, divided by 20. 
FP: +10%. 

The user must choose what Craft, or 
Crafts, to follow. Crafts include such 
skills as Carpentry, Leather working, 
Weaving, Masonry and other professions. 

Characters on less technologically ad- 
vanced parallels sometimes have one main 
craft, which provides their livelihood. 


..Escape Artist 


Demolitions 
SP: None. 
FP: 15%. 

Commercial or military use of explo- 
sives. The user is skilled in the prepara- 
tion and application of explosives. Suc- 
cessful use of this skill allows the user to 
achieve greater and more precise effects 
than the Explosives, Basic skill. 

They would, for example, be able to 
construct micro-charges that could blow 
out locks with a minimum of noise. 


Drive Vehicle 
SP: None. 
FP: 30%. 

This skill is typically denoted by 
Drive, followed by the vehicle in question. 
Most Vehicles are affected by cultural 
modifiers. Complex vehicles may require 
a variety of supporting, technical skills, 
such as Computer. 

When a character has Drive skill for 
one Vehicle he may attempt to drive a si- 
milar vehicle. His Drive skill will be ad- 
justed to reflect the differences. Drive 
skill also implies knowledge of the laws 
or customs relevant to the vehicle. 

Therefore, characters able to Drive 
Automobile on their native parallel will 
still be able to on another, if they can 
work out the design differences. They 
may then, unwittingly, trespass against 
the traffic regulations; Anthropology will 
help in these circumstances. 


Electronics 
SP: None. 
FP: 15%. 

This skill allows a character to man- 
ipulate electrical equipment relevant to 
their parallel of origin’s level of techno- 
logy. A character with Electronics can at- 
tempt to hot-wire cars and bypass simple 
electronic locks. Exactly what they can do 
will also depend on the tools and equip- 
ment available. 


Escape Artist 
SP: DEX plus PSI, divided by 10. 
FP: +5%. 

The skilled Escape Artist is practised 
at extracting themselves from even the 
most sophisticated binding devices. Most 
people could hope to wriggle out of ropes, 


Explosives, basic... ...[Bindings]... 
but only a person with a well developed 
Escape Artist skill is going to be able to 
slip out of hand-cuffs. 


Bindings: Ropes are tied on a DEX Reso- 
lution roll. The “Conflicting Skill Modif- 
ier” is applied to the Escape Artist skill 
of the person tied up. 

Manacles and primitive handcuffs 
give a -10% to -20% modifier. 

Modern handcuffs have a -30% mod- 
ifier. 

A strait-jacket has a -40% modifier. 

The more bindings, the less chance of 
escape; to a maximum negative modifier 
of -50%. 


Explosives, Basic 
SP: None. 
FP: 20%. 

Terrorist or basic military grounding. 
A character with this skill can make and 
disarm simple explosive devices. (See 
Demolitions.) 


Forgery 
SP: INT plus PSI, divided by 20. 
FP: +5%. 

The user is skilled at making counter- 
feits. This skill will often be averaged 
with another, such as an Art skill when 
forging a painting or sculpture, Admin- 
istration when forging official documents 
and Electronics or Computer when con- 
structing false electronic keys. 


Geology 
SP: None. 
FP: 15%. 

This skill lets a character tell the age 
and extent of most natural terrain fea- 
tures, as well as how they were formed. 
Use enables a PC to identify fossils and 
minerals. 


History 
SP: INT divided by 10. 
FP: +15%. 

The character is conversant with the 
History of his parallel. Where they have 
been educated about another parallel, the 
skill should be noted with the identifying 
code for the parallel. (eg. History [66-17- 
56].) 


..Language 


If the History of a parallel is similar 
to the history already known to the PC, a 
reduced History skill will apply, as deter- 
mined by the GM. 

The character will be able to recall 
and examine events in the history of a na- 
tion, country or area. The examination of 
certain historical events can often pro- 
vide clues to Disruptor activities, both 
past and present. 


Language 

SP: Spoken 

e INT plus 20; native language. 

e INT plus 10; second languages, if any. 
SP: Written 

e INT plus 10; native language. 

e INT; second languages, if any. 

FP: +10%. 

Each language is divided into two 
areas; how well you speak it, and how li- 
terate you are in it. 

So, a character might be fluent in 
“conversational” French, but unable to 
read more than a few words; ie. road signs, 
menus, simple maps etc.. 

When two people are speaking to- 
gether and both have skills, in the lan- 
guage used, of over 50%, then no rolls will 
have to be made. 

When speaking with a character with 
a lower skill rating the two skills are aver- 
aged. 


For example, a character is trying, in 
German, to find out how far it is to Berlin. 
They have “German, Spoken: 20%.” They 
are talking to a native with “German, Sp.: 
70%.” The chance for making themselves 
understood, and in turn understanding 
the reply, is 45%. 


When reading something the GM 
could call for one roll to cover under- 
standing of the piece being read. Or a 
number of rolls depending on the number 
of distinct items of information within 
the manuscript. 


When writing the character could be 
called on to make either one roll, or sev- 
eral, depending on the complexity, or na- 
ture of what is being written. 


Law... ..{Medical: Doctor]... 


Law 
SP: None. 
FP: 15%. 

The character is well versed with the 
aspects of his culture’s laws and constitu- 
tion, where applicable. Another parallel’s 
laws may be assimilated like its history. 

The character will be able to predict 
how anyone may, legally, act or react. He 
will also be able to determine whether 
any laws are being broken, or will be bro- 
ken, by someone’s actions. 


Mechanics 
SP: DEX plus INT, divided by 20. 
FP: +15%. 

This skill enables the user to repair a 
broken machine or item. It reflects the 
user’s “handyman” ability at the lower 
skill proficiencies, their “Engineering” 
skill at higher ratings. 

Depending on the device being re- 
paired it may have to be combined with 
Electronics. The availability of tools, 
parts and additional knowledge (such as 
blue-prints, or simply knowing what an 
exotic, other parallel, machine is used for) 
will all affect the use of this skill. 


Medical 
SP: INT divided by 10, plus 20. 
FP: +10%. 

A low skill rating gives knowledge of 
simple First Aid, at higher ratings (60% 
plus), the character is considered to be a 
“trained” First Aider, or Paramedic. They 
will be capable of minor and emergency 
surgery. 


The more advanced skill of Medical: 
Doctor is available to those characters 
who purchase “Medical” to 60% and then 
buy “Medical: Doctor” from zero. 

The two skills ratings are added to- 
gether for any minor medical use, but the 
“Medical: Doctor” skill is used for more 
sophisticated problems. Such as diagnos- 
ing and treating diseases, and performing 
complex surgery. 


The use of “Medical” skill in aiding 
recovery from injury is detailed in the 
Combat section, see page 70. 


..Pilot Aircraft 


Occult 
SP: None. 
FP: 15%. 

Disruptor organisations are often pro- 
tected behind occult ritual. This skill en- 
ables the PC to interpret the meaning of 
various rituals and items. 

In the ancient occult paraphernalia of 
Disruptor organisations it is not unusual 
to come across clues to their more sinister 
purposes. 

Occult skill also gives the character 
some knowledge of the various phenome- 
na relating to psionic activity; such as 
possession and poltergeists. Such know- 
ledge is “unscientific,” see Parapsycho- 


logy. 


Parapsychology 
SP: None. 
FP: 10%. 
The character has studied psychic 
phenomena from a scientific standpoint. 
They will be conversant with the 
known effects and manifestations of psio- 
nic activity on their parallel. 


Pick Locks 
SP: DEX divided by 10. 
FP: +5%. 

Successful use of this skill enables a 
character to open a lock. The better the 
lock, the less chance the PC has of pick- 
ing it. In certain situations it will be ap- 
propriate to average this skill with Com- 
puter or Mechanics. 


Pick Pockets 
SP: Deftness. 
FP: +5%. 

A subskill of Deftness. The character 
is adept at light-fingered thievery. They 
can (obviously) pick pockets, lift watches, 
plant items on an unsuspecting dupe, etc.. 

Knowledge of this skill gives a 
grounding in the various techniques of 
“dipping.” 


Pilot Aircraft 
SP: None. 
FP: 15%. 

Similar to Drive Vehicle. 

However, there are far more differ- 
ences between types of aircraft than most 
ground based vehicles. A character cap- 


Research... 


able of flying one type of aircraft might 
not be able to fly another. 


Research 
SP: INT plus PSI, divided by 10. 
FP: +10%. 

This skill is used whenever the char- 
acter is trying to find out information 
from records (public or private), or is 
conducting research inio a specific topic. 

A highly skilled Researcher is trained 
in drawing conclusions from statistics 
and seemingly unrelated items of data. 

One roll is made for each item of in- 
formation that the PC might possibly dis- 
cover. Obscure or concealed information 
will be harder to find, requiring a certain 
Results Area, or will have a modifier ap- 
plied to the roll. 


Ride 
SP: DEX plus PSI, divided by 10. 
FP: +15%. 

This skill enables the user to ride 
whatever “beast of burden” is common to 
their parallel. 

Horses and lizards are fairly typical, 
with genetically engineered mounts ran- 
ging from giant birds to cats being found 
on more exotic parallels. 


Sciences 
SP: None. 
FP: 10% or 15%. 

The FP will depend on the complexity 

or “exactness” of the science: GM’s 

decision. 

A few sciences are already covered in 
the skill descriptions elsewhere. Other 
sciences will have to be developed as the 
players and GM desire. The choice can 
range from Physics to Zoology. 


For example, a player wants his char- 
acter to be a specialist in the use of lasers. 

The GM rules he must take Physics to 
at least 60%, followed by a new skill, 
“Laser Technology.” 

The two will be added together (see 
“Medical: Doctor) when the PC is per- 
forming a specialised task with lasers. 


..[ SCUBA I... .. Lrack 
Survival Techniques 

SP: INT plus WIL, divided by 20. 

FP: +10%. 

This skill enables its user to forage 
and live off the land. Rolls may be made 
for finding or trapping food, lighting 
fires (without matches), making an ade- 
quate shelter, and finding and purifying 
water. 


Swim 
SP: DEX divided by 10. 
FP: +15%. 

This skill covers the art of keeping 
afloat, diving and swimming short dis- 
tance underwater. 


SCUBA, which also covers “Deep Sea 
Diving,” must be purchased separately. 
SP: None. 
FP: 10%. 

The two skills are added together 
when a Swim roll is made, but are aver- 
aged for actual SCUBA skill rolls. 


Track 
SP: None. 
FP: 15%. 

The user may follow the spoor of a 
man, animal or vehicle, provided the ter- 
rain they are passing through will bear 
some trace. 

The best trackers are able to tell an 
incredible amount of information from 
the slightest traces. 

The signs a rifle leaves when lent 
against a tree can tell a Borneo tracker 
whether or not it is loaded — by the depth 
of the impression of the butt. And what 
the weapon is — by how high the mark, 
left by the barrel, is on the tree. 


Combat Skills 
Page 42. 
e Summary, page 75. 


Psionics 
Page 81. 
e Summary, page 101. 


Designing New Skills 


This is often as simple as deciding the 
name of the skill. Thereafter, the GM and 
players will have to agree what is, and is 
not, possible through the use of this skill. 

The GM should take care that no new 
skill combines two existing skills. Or that 
several skills are effectively replaced by a 
single skill. 


For example, 


Acrobatics 
SP: STR plus DEX, divided by 20. 
FP: +10%. 

Most people are able, with a little 
practice, to stand and even walk on their 
hands. Greater Acrobatic ability would 
allow the PC to do somersaults, back flips 
and to walk a tightrope. 

This skill does not replace either 
Climb or Jump. Whenever the character 
wishes to do either they must roll under 
that skill, not Acrobatics. The skills may 
be overlapped and, if the results fall with- 
in both ratings, the PC can be described 
to have climbed or jumped with great 
daring and showmanship. 


aT AR INR re 


The GM should carefully consider 
whether the skill rates a Starting Percent- 
age, based on either Attributes or the 
Culture in which the skill is used. 


Further to this the GM must decide 
whether a First Point bonus is applicable. 
Most skills that qualify for a First Point 
bonus give an increase of +5% to +20%. 

The FP bonus reflects either the 
quick basics, or groundwork, that can be 
learnt during one or two lessons. Consider 
the quality of the training, as well as the 
complexity of the skill, when deciding 
the FP bonus. 

Only a few skills are so simple that a 
minimum of experience and/or training 
will make the user “Proficient” in them. 


General Skills Listing 


A summary of skills, giving the SP 
and FP values. 


Accounting 

SP: INT = 10. 

FP: +15%. 
Acrobatics 

SP: STR + DEX, + 20. 

FP: +10%. 
Administration 

SP: None. 

FP: +10%. 
Anthropology 

SP: None. 

FP: +15%. 
Archaeology 

SP: None. 

FP: +15%. 
Architect 

SP: None. 

FP: +15%. 
Arts 

SP: PSI + 5. 

FP: +10%. 
Astronomy 

SP: INT + 20. 

FP: +15%. 
Botany 

SP: None. 

FP: +15%. 
Camouflage 

SP: INT + PSI, = 10. 

FP: +5%. 
Chemistry 

SP: None. 

FP: +10%. 
Communications 

SP: None. 

FP: +15%. 
Computer 

SP: None. 

FP: +15%. 
Crafts 

SP: INT + PSI, = 20. 

FP: +10%. 
Demolitions 

SP: None. 

FP: +15%. 
Drive Vehicle 

SP: None. 

FP: +30%. 


Electronics 
SP: None. 
FP: +15%. 
Escape Artist 
SP: DEX + PSI, = 10. 
FP: +10%. 
Explosives, Basic 
SP: None. 
FP: +20%. 
Forgery 
SP: INT + PSI, = 20. 
FP: +5%. 
Geology 
SP: None. 
FP: +15%. 
History 
SP: INT + 10. 
FP: +15%. 
Language: Spoken 
SP: INT + 20; native language. 
SP: INT + 10; second languages. 
Language: Written 
SP: INT + 10; native language. 
SP: INT; second languages. 
FP: +10%. 
Law 
SP: None. 
FP: +15%. 
Mechanics 
SP: DEX + INT, + 20. 
FP: +15%. 
Medical 
SP: INT + 10, + 20. 
FP: +10%. 
Medical Doctor 
SP: None. 
FP: Not applicable. 
Occult 
SP: None. 
FP: +15%. 
Parapsychology 
SP: None. 
FP: +10%. 
Pick Locks 
SP: DEX + 10. 
FP: +5%. 
Pick Pockets 
SP: Deftness. 
FP: +5%. 
Pilot Aircraft 
SP: None. 
FP: +15%. 


Research 
SP: INT + PSI, = 10. 
FP: +10%. 
Ride 
SP: DEX + PSI, = 10. 
FP: +15%. 
Sciences 
SP: None. 
FP: +10% or +15%. 
Survival Techniques 
SP: INT + WIL, = 20. 
FP: +10%. 
Swim 
SP: DEX + 10. 
FP: +15%. 
SCUBA 
SP: None. 
FP: +10%. 
Track 
SP: None. 
FP: +15%. 


Common Skills Listing 


e SENSES 
Listen 
SP: PSI = 2, + 15. 
Observation 
SP: PSI = 5, + 20. 
FP: +5%. 
Scent 
SP: PSI = 10, + 5. 
FP: +10%. 
Taste 
SP: PSI + 10, + 5. 
FP: +10%. 
Touch 
SP: PSI = 10. 
e PHYSICAL 
Climb 
SP: STR + DEX, = 5, + 20. 
FP: +5%. 
Deftness 
SP: DEX + 10, + 10. 
Hide 
SP: DEX + PSI, + 10, + 20. 
Jump 
SP: STR + DEX, = 5, + 20. 
FP: +5%. 
Stealth 
SP: DEX + PSI, = 5. 


Throw 
SP: DEX + 5, + 20. 


Using the Attributes 


Numerous situations will arise where 
an action being attempted by a character 
will not fall under the definition of a par- 
ticular skill. When this happens the near- 
est related skill, suitably modified, may 
be used; see GM’s notes. 

At other times the use of a skill, mod- 
ified or not, will be inappropriate. In 
these cases the character’s Attributes are 
used to determine their chance of suc- 
cess. 

The attributes define the character’s 
limits, most notably their physical capa- 
bilities. How much a character can carry, 
how long they can march without rest or 
if they can find the correct solution to a 
crossword puzzle will not be of impor- 
tance in every game. For the times that 
they are the following guidelines should 
be used. 

Each attribute is taken in turn. Where 
necessary the earlier definitions are ex- 
panded on, followed by examples of the 
uses of each attribute. Both the GM and 
players must take care not to become too 
dependent on using the Attributes as sub- 
stitutes for actual skills. 


STRENGTH 


Use the following limits whenever a 

character is trying to carry or lift some- 
thing. 
Carrying: STR divided by 2, round down, 
gives the weight in pounds (lb.) a charac- 
ter can carry without feeling it to be too 
much of a burden. 

For a character with STR: 50 this is 
twenty-five pounds, about the weight of a 
rather large load of shopping, or standard 
British army field kit (without rifle). 

The maximum a PC can carry for any 
time is a burden in pounds equal to their 
STR attribute. When carrying loads above 
this limit a STR roll on the Resistance 
Table (or using the Resistance Roll For- 
mula,) page 14, must be made. 


STR is the active attribute, the weight 
(in pounds) is the passive attribute. 

If the roll is failed the load is too 
much, the character will begin to tire, 
stagger off to one side, collapse, or simply 
be unable to move. The exact effect will 
depend on how much the roll is failed by, 
and is determined by the GM. 

How the load is being carried will 
modify the roll, or could mean that a roll 
will not be required. It is a lot easier to 
carry a burden in a backpack than in a 
pair of carrier bags. A correctly packed 
rucksack will enable a character to carry 
up to twice his STR, in pounds, without 
having to roll to see whether he can carry 
the load. 

The maximum a character can at- 
tempt to carry for any distance is equal to 
their STR multiplied by 2. 


Lifting: This is somewhat different to 
carrying. Lifting assumes that the charac- 
ter just wants to shift the load from its 
present position. This could be anything 
from lifting a heavy desk to one side or 
moving a washing machine from one 
room to another. 

The rolls are made on the Skill Reso- 
lution Table, with a results area required, 
depending on the load involved. 

A character can automatically lift a 
load up to their STR multiplied by 2, in 
pounds. The maximum a character can at- 
tempt to lift is STR multiplied by 6. 

The table below details the results 
areas required. 


Strength Table - Lifting 


STR x 2: Automatic lift. 

STR x 3: AtoE. -10% 
STR x 4: AtoD. -20% 
STR x5: AtoC. -40% 
STR x 6: Ato B. -80% 


(WeigNT, in Ibs.) (Skill modifier) 


An _ overburdened _ character 
will be limited in the performance 
of certain skills, GM’s choice. 
Normally this will not be a pro- 
blem, but if a modifier to the skill 
is required use those listed above. 


THE ATTRIBUTES 


Hanging On: A use that emerged during 
play-testing is the character’s “grip”. A 
character was clinging to the underside 
of an airship, not climbing, just hanging 
there with the wind whistling past his 
ears. 

The GM called for a STR roll (420% 
modifier) to see if the PC could keep hold 
as the dirigible plunged into a dive. 

NB: Had the PC’s Climb skill been 
higher, it would have been used instead. 


ENDURANCE 


The primary use of END is covered in 
the Combat rules. There are many other 
threats to a character’s health than the 
obvious physical ones. How a character 
copes with poison, disease and sheer ex- 
haustion can often be very important. 


Poisons are quite simple. A potency is 
assigned to the poison and is matched 
against the PC’s Endurance on the Resis- 
tance Roll Table. If the END resists the 
poison there will be no effect. 

Optionally the GM might apply a les- 
sened effect; a successfully resisted poi- 
son might cause unconsciousness or ex- 
treme nausea for a while. 

A poison can be neutralised or coun- 
tered, by prompt use of Medical skill, 
administering a prepared antidote, or the 
use of certain Psionics. A successful 
Medical skill roll will normally cause the 
poison to have its least potent effect, or 
neutralise it altogether. 

Surviving being poisoned in “real 
life” is never as simple as, “You resist the 
poison, there is no ill effect!” 

A description of swellings, nausea, 
itching, rashes, blurred vision, headaches 
and dulled hearing will serve to enhance 
the game. If a character has been poi- 
soned, encourage the player to act it out. 


Diseases are similar to poisons, they have 
a potency (the strength at which they 
“infect” the sufferer). The GM must de- 
cide whether the PC has come into con- 
tact with a disease and then assign the 
chance they have of actually contracting 
the disease. 


Once the PC is infected they resist the 
disease in the same way as a poison. 

Medical skill will either totally cure a 
character of the disease (the cure might 
take several days), or allow the afflicted 
character to function (perhaps at penal- 
ties to both skills and attributes). The ex- 
act effects will depend on the nature of 
the disease. 


Examples of poisons and diseases are 
given in the Bestiary section. 


Stamina: If a STR of 46 means a PC can 
carry a maximum load of 921b., how long 
can they carry it for? 

END, rather than Strength is the gov- 
erning factor. What the load is, and how it 
is carried are others. It is fairly easy to 
walk all day with a backpack, but carry- 
ing several plastic bags worth of shopping 
can quickly cause fatigue (and bad tem- 
per.) 


Some basic ground rules are helpful. 
In LARP a character is capable of END 
divided by 10 (drop fractions) hours of 
continuous hard labour. 

The average character, with END 50, 
can manage five hours of back-aching toil 
before total exhaustion sets in. When the 
halfway mark, in this case two and a half 
hours, is reached the character will be ex- 
tremely tired. 

The labour in question is assumed to 
be of a steady, plodding and repetitive 
variety. If the task is both strenuous and 
varied the time is halved. 

A marathon, for example, is twice as 
exhausting, giving an average of two and 
a half hours of distance-running for total 
endurance; one and a quarter hours to ex- 
treme fatigue. 


After the basic limit for “strenuous 
activity” is passed the PC must roll under 
their END on D% to keep going. The GM 
will modify the roll to reflect the circum- 
stances. 

The simplest way is to decide on an in- 
itial modifier and double it for each hour, 
half-hour or even ten minutes the PC 
insists on pushing themself. 


Example: Stamina 


The following example gives a very 
detailed account of the use of END, to 
fully demonstrate the application of these 
rules. On most occasions this level of 
complexity is neither required or desir- 
able. 


A character (STR 46) is carrying a 
pack weighing 110lb.. This is over the 
STR x 2 threshold, but as the load is in a 
harness the GM rules that it falls into the 
STR x 2 area. 

The PC begins walking, he has to 
march without rest, hurrying to arrive at 
a village in need of the medical supplies 
in the pack. 

He has an END of 56. After five hours 
of near continuous marching he is at his 
limit. 

The weather is calm and clear, a cool 
evening in mid-spring. The GM rules that 
the first roll should be made at a “0” 
modifier; straight END. And that a roll 
should be made every half-hour of travel 
(roughly every two miles). 

When the PC fails to make the re- 
quired roll the GM decides the effect, 
based on how much the roll is failed by. 
In this case the GM decides that if the PC 
fails by more than his half his character’s 
END (28) he will come to an exhausted 
halt. 


The first roll is a “62.” A fail, but the 
degree of failure is under half the PC’s 
END. The GM tells the player that he 
only managed a mile in that half-hour; 
and that the next roll will be a modifier 
of +10%. A “36” is rolled, modified to 
“46,” which is under END. The PC keeps 
going. 

The third roll is at a +20% modifier, 
in addition the GM decides that it starts 
to rain, making for a +25% modifier in 
total. The player rolls a “50,” modified to 
“75.” Failed, but by an amount under half 
END. The GM informs the player that his 
character has slowed to a snail’s crawl. 

The next modifier, if the previous 
were doubled, would be +50%. The GM 
decides this is too high, and settles on 
+40%. The player rolls an “82,” modified 
to*T22.” 


Failed by “66,” which is over half the 
PC’s END. The PC stumbles to an ex- 
hausted halt, too weary to move. 


Rest: How long will this character need to 
rest? A good night’s sleep will work won- 
ders on most people, a hot bath or a de- 
cent meal can have incredible restorative 
affects. This is without considering the 
use of more exotic stimulants. 

The GM should judge how long it will 
take for a character to recover. The base- 
line to use is one hour of waking rest to 
every two hours of exertion. Remember 
that characters do actually need to sleep. 
Sleep is twice, to three times as effective 
as waking rest. 


In the previous example the PC 
walked for two hours past their “limit.” 
After an hour’s rest they will have reco- 
vered back to their limit. After one hour 
of rest they will be able to walk for two 
hours before reaching the END limit 
again. 

At some point a character will simply 
be so exhausted that they will have to 
sleep. When this occurs depends on what 
the PC is doing, and how much “waking” 
rest they allow themselves. 


Staying awake. If, after twenty-four 
hours, a character wants to remain awake, 
and the GM feels that they might be so 
tired they could have no choice in the 
matter, use END as a base for a percentile 
roll. 


Thus, after a day of light labour: END 
Kd. 

After moderate labour, with a few 
hours rest: END x 1:. 

After a full day’s hard toil: END x 1. 


Each day without sleep should reduce 
the chance of being able to keep going, in 
a similar fashion to the guidelines for Ex- 
haustion. 

Stimulants, such as coffee or even a 
splash of cold water, will help keep a 
character awake. However, their useful- 
ness decreases with time. Prolonged use 
of any stimulant will result in a dimi- 
nished effect. 


DEXTERITY 


Dexterity is one of the attributes most 
frequently tested. In situations where 
Climb and Jump do not cover the circum- 
stances DEX should be used. 

If a PC fails a Climb roll and his fran- 
tic “correction attempt,” and promptly 
plummets down the side of a building, al- 
low him a DEX roll (DEX or less on D%) 
to see if he can tumble in mid-air towards 
a projecting pipe or balcony. Depending 
on how high up he is he might get one 
chance, or several. 

Opening doors without letting them 
creak, light footing it across a rickety 
bridge over a canyon, walking or running 
on ice, or trying to do two things at the 
same time can all be resolved using a 
DEX roll. 


INTELLECT 


There will be times when the players 
are totally bewildered by a situation. This 
should not happen too often, but when it 
does the GM will be able to give them a 
nudge in the right direction through the 
use of an INT roll. Alternatively a player 
might request such a Aint, if he thinks 
that his character should be able to come 
up with an idea, even when he, the player, 
cannot. 

It often happens that the PCs have 
skills and knowledge that their players do 
not. INT governs how well that know- 
ledge can be applied in situations where 
the PCs would realise the potential of 
their skills, but the players do not. 


In these situations the GM will roll 
D%, using the PC’s INT as a base. The Re- 
sults Area will determine how good (or 
bad, if failed) the idea is, and how much 
of a hint (or, possibly, misguidance) the 
GM can give the players. 


INT rolls can rapidly become a poor 
substitute for thought and imagination on 
the players’ behalf. 

Each PC should be restricted to a 
number of INT rolls, per day or scenario, 
equal to their INT divided by 10; the num- 
ber of Idea rolls will give the PC a guide- 
line on how many times he can call for 
“divine inspiration.” 


For example, some characters are 
stood at a deep ravine, too wide to leap, in 
the midst of a forest of young saplings. 
The Disruptors are only on hour or two 
behind them. None of the trees are large 
enough to bridge the gap. Inspiration fails 
the players. 

The GM notes that there are two PCs 
that have Mechanics skill, and one that 
has Crafts: Weaving, as a minor “hobby” 
skill. 


The GM makes three INT rolls: 


The first is a fail, by 43%, for one of 
the “Mechanics.” The GM passes a note to 
the player, which explains that his charac- 
ter thinks he could construct a catapult, 
out of the saplings, which could hurl 
people across the canyon. 

The other “Mechanic” makes his roll, 
area D. His comment is that the saplings 
are strong enough to bear the weight of 
anyone in the group. 

The “Weaver” succeeds, getting a B 
Result, and excitedly announces that 
strips of bark could be used to make a 
rope... 


After much discussion the players fin- 
ally come up with a “rope” of saplings 
tied together with bark strips. They use a 
simple catapult (two springy saplings at 
the canyon’s edge) to hurl the stone- 
weighted and wood-barbed end of the 
rope over the canyon. 


WILLPOWER 


When all else fails, turn to Willpower. 

If a character is attempting something 
beyond their normal limits, use a WIL 
roll. This can be anything from staying 
awake, when END dictates that you must 
sleep, to gathering the courage to speak in 
public, if the character is shy. 


There will be occasions when a char- 
acter will want to exceed their physical 
limits. A character may find himself in 
the situation of trying to heave to one 
side a weight in excess of their STR times 
6. Or he may want to be sure of lifting a 
less heavy burden. 

In these circumstances allow a WIL 
roll to improve the normal performance 
of their character. Roll D%. If the PC 
rolls their WIL or under, add the Percen- 
tile Modifier, from the Skill Resolution 
Table, to the attribute or skill being “used 
to extreme limits.” Alternatively use the 
Results Areas to moderate the effects 
(GM’s interpretation). 


A failed WIL roll should have no ill 
effect, but can be used as an indication to 
the player of how much the character 
feels like giving up. 
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PSI-RATING 


The many uses of PSI are detailed in 
the chapter on Psionics. 

All players should be aware of PSI asa 
rating of their character’s feeling of 
“total well-being.” 

General questions by players, such as, 
“How do I feel?’ When they have just 
learnt or seen something startling or 
shocking. Can be answered by a PSI roll. 
The lower the roll, the more keenly the 
PC feels the implications of what they 
have just done or witnessed. 

Some people are so thick skinned (low 
PSI) that nothing will affect them. Others 
are very sensitive, being ruled by their 
passions. 


PSI is also used to determine the ef- 
fect of psychic phenomena on the charac- 
ter. 

In certain circumstances the GM 
might rule that only PCs with a PSI of 30 
or above can witness a ghostly appari- 
tion, or be sensed by a poltergeist and 
singled out for its attacks. In these cases 
having a low PSI can be a positive advant- 
age. 


On rare occasions PSI can be used in 
similar fashion to INT; with the PSI roll 
indicating the PC’s Aunch about a situa- 
tion, rather than their reasoned ideas. 
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Combat 


There are few areas in role-playing 
which receive more attention from the 
players, and cause more difficulty for the 
GM, than that of combat. This is under- 
standable, after all the Player Characters 
are risking life and limb, and in LARP it 
is all too easy to lose either. 

The basic idea of combat is quite sim- 
ple. You try to hit your opponent, they try 
to hit you. Being hit means that you take 
damage. If you take too much damage you 
fall unconscious or die. 


Fighting in the Adventures of Luther 
Arkwright is a lethal business, as it is in 
reality. The rules are designed to simulate 
this, although several concessions to play- 
ability have been made. 

Foremost is the time it takes to reco- 
ver from injury. A player is not going to 
enjoy surviving a desperate fight, only to 
have their character laid up for several 
months, recovering from injuries. 
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Next there is the question of playing 
style. The player characters are the focus 
of the game, there is little pleasure to be 
had from the death of a PC (though per- 
haps some heavy irony) due to a stray bul- 
let in the middle of an inconsequential 
melee. 

When characters die, as they some- 
times will, it should be locked in combat 
with a worthy opponent: centre stage, so 
to speak. This is not to say that minor 
NPCs will be unable to seriously injure or 
kill a player character. Or that the player 
can rely on this charmed Iife factor to see 
them through: attempting an all out 
charge against an NPC armed with a sub- 
machine gun will usually prove fatal. 


The following rules describe a com- 
prehensive system for resolving combat. 
Guidelines for complicating or simplify- 
ing them to suit the taste of players and 
GM are given in the GM’s section. 
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Combat Overview 


The following briefly outlines the ma- 
jor combat rules and ideas, each is ex- 
plained later in further detail. 


Combat Round 

Each combat is broken down into a 
number of Combat Rounds (CR). Each 
Combat Round is further divided into the 
number of Actions every character in the 
combat has, see the DEX attribute. 


The people involved in the combat are 
usually placed on two sides. The PCs and 
their allies on one side. The PCs’ enemies 
(and everyone else) on the other. 


The Combat Round follows the same 
basic pattern for each combat. 


1e Who gets to attack first is decided, by 
the Initiative roll. 


2¢ The side which wins the Initiative 
[Side A] attacks first. Using a number of 
Actions based on the Initiative roll. 

These Actions are used to make at- 
tacks, or for whatever else the PC or NPC 
tries to do. During this time side which 
lost the Initiative [Side B] can only use 
their Actions and Automatic Responses 
to either Parry or Dodge the winning 
side’s attacks. 


3¢ When all the Actions won by Side A’s 
Initiative roll have been used the remain- 
ing Actions are used turn and turn about. 
With the Initiative passing to Side B, 
then to Side A and so on. 
This continues until all the remaining 
Actions have been used. 


Note: A PC or NPC that has used all their 
Actions can still make up the five Auto- 
matic Responses (Dodge and Parry) to at- 
tacks. 


Combat Skills 

As part of character creation the play- 
er can choose to use Life Points to 
purchase experience in the use of a num- 
ber of weapons and martial arts skills for 
their character. 


Certain attack forms, such as punch- 
ing and kicking, have a common starting 
percentage. 

Most primitive weapons, or weapons 
where the concept behind their use is 
simple, can be used at a basic percentage. 
Complex weapons, such as a shoulder 
launched rocket, cannot be used at all. 

Although in certain cases a quick 
reading of the weapon’s instructions, or 
observation of it in use, will grant the 
character a minimal skill in it’s use. 


A character’s combat skill rating is 
their chance to hit, and parry where ap- 
plicable, with that attack form. In addi- 
tion a number of combat skills have sub- 
skills. 

Combat sub-skills are usually a refine- 
ment of a particular skill. Such as the 
bone-breaking sub-skill used in hand-to- 
hand fighting. Training in disarming 
techniques with a sword, or the ability to 
quick-draw with a hand-gun are two 
other combat sub-skills. 


Such skills are usually learnt, or 
taught to, those with occasion to use them. 
GMs should look carefully at the rationale 
behind a PC’s combat skills and how they 
came to have them. 

It is amazing the number of ainjas 
and embittered ex-special forces’ agents a 
role-playing campaign can collect. 


Being Hit 

If a character fails to avoid a success- 
ful attack they are hit, and may take dam- 
age. 
Depending on the amount of damage 
taken, the type of attack, or if the charac- 
ter is wearing armour, it may be necessary 
to determine where they have been hit. 

First a roll is made to see how much 
damage they take. Different attack forms 
do different amounts of damage, mod- 
ified by the Damage Multipliers on the 
Skill Resolution Table. 


If the character is wearing armour, 
and is hit on an armoured location, the 
armour may absorb some, all or none of 
the damage. In this case, of course, a 
further roll must be made to see where 
the blow landed. See Hit Locations. 


Damage 

Any damage taken is subtracted from 
the character’s Hit Points (HP); a figure 
equal to their END. If a character takes 
too much damage they may fall uncon- 
scious. If their HP total falls to zero or 
below they are dead. 


If a character takes damage equal to 
or greater than half their END from a 
single attack, they must roll under their 
END or take additional Critical Damage 
to a specific location on their body. 

If the END roll is failed a further roll 
is made to determine where the blow 
landed; unless the attacker was aiming for 
a specific Hit Location. As well as the 
normal damage being critically hit also 
has additional affects. See the section on 
Hit Locations, page 62. 


Ending Combat 

Combat lasts until both sides wish it 
to stop, or one side is totally vanquished; 
either dead or fled or otherwise rendered 
unable to fight. 


Recovery from Injury 

After combat immediate first aid, and 
taking a few deep breaths, can restore a 
small amount of damage. More serious 
wounds require increased medical atten- 
tion and time in which to recover. 

See the section on Injury and Recov- 
ery, page 70. 
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COMBAT 


The Combat Round 


A character has a certain number of 
Actions, based on their DEX, per Combat 
Round (CR). The Initiative Roll deter- 
mines how many Actions the winning 
character can use, for attacks or other ac- 
tions, before his opponent gets to do any- 
thing other than respond to any attacks. 


The Combat Round is a rather strange 
unit of time. It is defined as being ten sec- 
onds in length, on average, but should be 
treated as an_ elastic measurement; 
stretching from 5 to 20 seconds. 

The reason behind this is that Actions 
(Acts) are used to cover a variety of 
things; including swinging punches, fir- 
ing weapons, opening doors, running or 
walking or climbing a set distance, and 
using non-combat skills in the midst of a 
fight. 


The average character has a DEX of 
50, giving them 5 Actions per Combat 
Round. 


For example, two characters, both 
with 5 Acts per round, trade five punches 
between each other (ten punches in all), 
and either dodge or block (parry) their 
opponent’s blows (a total of ten automatic 
attack responses). 

This can take between five and twenty 
seconds, depending on the skill of the 
combatants. 


To run across a thirty foot wide yard, 
dive for cover behind a low wall, draw a 
hand-gun, and fire two shots (activities 
totaling 5 Actions), can take between ten 
and fifteen seconds. 


Both examples take one Combat 
Round to perform, for a character with 5 
Acts per CR. 
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Automatic Responses 


A character, in responding to an at- 
tack, can make either a Dodge or a Parry, 
these responses do not take an Act to per- 
form. 


A character can only make a 
maximum of five Automatic Responses in 
one Combat Round. This means that a 
character attacked by more than one op- 
ponent will eventually have to use Acts to 
defend himself. 

A character surrounded by four or 
more foes is swiftly going to find himself 
in dire straits. 


Initiative 


Who gets to act first in a fight can of- 
ten decide its outcome. Once this is de- 
cided the person with the initiative will 
then want to know how many attacks, or 
other actions, they can attempt before 
their opponents get to attack them. 


Each side in the combat rolls a 1D10. 
There are usually only two sides, the PCs 
and their opponents. 

The side with the highest dice roll has 
won the initiative for that Combat Round. 
In the event of a tie, either reroll both 
dice, or the side that has the character 
with the highest DEX gets to go first; 
with one Act of initiative. 


The number of Actions the winning 
side gets is calculated by subtracting the 
losing from the winning roll. Some GMs 
may set a limit on the number of Acts 
that can be won by an initiative roll. 


Obviously a side which wins Initiative 
by a roll of 10, against a roll of 1, will have 
9 Actions before Initiative passes to the 
opposing side. Most PCs will not have 9 
Actions; the usual human maximum is 7 
Actions. This simply means that the win- 
ning side will have the option of using all 
their Acts before their opponents may at- 
tack them in return. 


How many Actions the members of 
the winning side use before letting initia- 
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tive pass to their opponents is up to each 
individual character. 

A character can opt to use all, some or 
none of the Actions available to them. 

Of course, if a character has used all 
their Actions they are unable to actively 
defend against an attack and must rely on 
the Automatic Responses of Dodge and 
Parry. 

So it becomes a matter of judgment 
for the players as to how many Acts to 
hold in reserve. 


Once initiative is passed over the re- 
maining Acts are taken turn and turn 
about. 


For each Act in which two or more 
characters on the same side are making 
an attack, or doing anything else, the 
character with the highest DEX moves 
first, then the character with the next 
highest DEX and so on. 


Example, 


A player and the GM roll for initiative 
in a combat. The PC, Jason, has 4 Acts, 
the NPC he is fighting also has 4 Acts. 

The player rolls a 6, the GM rolls a 4. 
Jason wins an advantage of two Actions, 
and attacks the NPC twice. The NPC uses 
the Automatic response of Dodge, which 
does not take an Act to use, to avoid each 
blow. 

Initiative then passes back and forth 
as follows. 


The NPC attacks [first Act] ¢ the blow 
misses. 


Jason attacks (third Act) ¢ the blow hits, 
but the NPC Dodges successfully. 


The NPC attacks [second Act] ¢ Jason 
fails to Dodge the blow and takes damage. 


Jason attacks (fourth and last Act) © the 
NPC also fails to Dodge, and takes dam- 
age. 


The NPC attacks [third Act] ¢ the blow 
misses. Jason has no Acts left, so initiative 
remains with the NPC. 


The NPC attacks [fourth and last Act |e 
the blow hits, Jason fails to Dodge and 
takes a further injury. 


If there were two PCs attacking the 
NPC the Combat Round would take place 
as detailed below. 


The first PC, Pauline, has a DEX of 54 
and 5 Acts per CR. 

The second PC, Jason, has a DEX of 
47 and 4 Acts per CR. 


Initiative is rolled for. The players roll 
a 6, the GM rolls a 4. The players win an 
advantage of two Actions, and attack the 
NPC twice each. The NPC uses the Auto- 
matic response of Dodge, which does not 
take an Act to use, to avoid each blow. 

Initiative then passes back and forth 
as follows. 


The NPC attacks Pauline | first Act | ¢ the 
blow misses. 


Pauline, the PC with the highest DEX, at- 
tacks (third Act) ¢ the blow hits, but the 
NPC Dodges successfully; he has used a 
total of five Automatic Responses so far. 


Jason attacks (third Act) ¢ the blow mis- 
ses. So the NPC does not have to make any 
Response. 


The NPC attacks Jason [second Act | ¢ Ja- 
son fails to Dodge (Ist Auto Response) the 
blow and takes damage. 


Pauline attacks (fourth Act) e the NPC 
cannot Dodge - unless they use an to do 
so; see later. The NPC is hit and takes 
damage. 


Jason attacks (fourth and last Act) e the 
NPC uses an Act [third Act | to Dodge. He 
succeeds, the blow misses. 


The NPC attacks [fourth Act} ¢ the blow 
misses Pauline. 


Pauline attacks (fifth and last Act) e the 
blow hits, the NPC has no Acts or Auto 
Responses left, so he is hit and takes 
further damage. 


COMBAT 


All the combatants have used their Acts, 
so the present Combat Round ends. 


Initiative is rolled for the next CR... 


Surprise 


A surprise attack has several advant- 
ages. The character, or characters, attack- 
ing with the benefit of surprise automa- 
tically get Initiative. 

The characters being attacked may be 
so surprised that they cannot make any 
attacks of their own that Combat Round. 


The GM will decide whether or not 
an attack is made with surprise. Those 
that qualify will involve the previous use 
of skills like Camouflage, Hide and 
Stealth. A character who moves silently 
up behind a foe, then strikes him from 
behind, is attacking with surprise. 


The side attacking with Surprise auto- 
matically has the option of using all it’s 
Actions before Initiative passes to the 
surprised side. 


In addition a 1D10 is rolled, the result 
is then subtracted from the surprised 
side’s Actions. A surprised person or side 
cannot use the Automatic Responses of 
Dodge or Parry for the FIRST surprise 
attack, or other Action, made against 
them. 


This can mean that the surprised side 
will sometimes have no Actions at all; and 
will only be able to make Automatic Re- 
sponses during the first Combat Round. 


For example, a single ZeroZero agent 
springs from the shadows behind four 
guards. His Stealth roll was successful, 
which means that none of the guards have 
noticed that he is there. The ZeroZero 
agent has 6 Actions. 

The GM rolls a 1D10, getting a 6. The 
guards have their Actions reduced by 6 
each. With the result that none of them 
have any Actions in that CR. 
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The ZeroZero agent spends his first 
two Acts on a Jump Kick, which carries 
him into the midst of the guards. He 
knocks out the person that he kicks. Then 
he lays about him with his sword. Hitting 
each of the three remaining guards witha 
blow to which they can make no response, 
because it is the first attack made against 
each of them. Two more are killed, and 
the ZeroZero agent has one Act left. 

He strikes once more at the remaining 
guard. The guard, however, can now use 
Dodge or Parry, as an automatic response 
to the attack, and manages to Dodge the 
attack. 

It is now a new round, initiative is 
rolled as usual, the fight continues... 


Actions (Acts) 


Whilst in combat everything a charac- 
ter wants to do is governed by Actions. 
Simply put every separate thing that a PC 
attempts to do in combat constitutes an 
Action. Trying to do something complex 
may take two or more Acts. 

Definitions of the most common Ac- 
tions and the Automatic Responses 
(Dodge and Parry) follow. In all situations 
the GM’s ruling on how many Actions it 
takes to do something is final. 


A character may only use as many Ac- 
tions, per Combat Round, as he has avail- 
able. Wounding and other factors may re- 
duce the number of Actions a character 
has. 


Unused Actions can not carried over 
to the next Combat Round, and a charac- 
ter cannot borrow Actions from the next 
combat round. 


Common Actions 


Attack 
Dodge ® 
Parry ® 
Movement 


= These are Automatic Responses. The 
use of an Act to Dodge or Parry improves 
the character’s chance of avoiding the 
blow. 
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ATTACK 

Most attacks take a single Action to 
perform. Although a cumbersome weapon 
may take two or more Actions to use. At- 
tacks taking one action include blows 
with a fist, foot or hand-held weapon. 

Firing a single shot, or short burst, 
from an automatic weapon also takes one 
action. 

Refer to the Combat Tables for the 
number of Actions it takes to use each 
weapon; page 75. 

A complex attack, such as attempting 
to place an opponent in an arm-lock, will 
take an additional Action. The circum- 
stances of the fight will also have an ef- 
fect, as will the actions of the opponent. 


DODGE 

Dodge Skill has a Starting Percentage 
equal to half the character’s DEX, round 
down. 

Martial Arts modifiers to Dodge are 
detailed in the combat skills section, page 


A character has the same chance of 
“dodging” all forms of attack — Hand to 
Hand, Hand Held Weapons and all Projec- 
tile Weapons. 

Whilst this does not reflect the actua/ 
difference between ducking a swung fist 
and skipping to one side of a bullet, it 
does result in PCs enjoying a longer 
game-life. 


Circumstances may modify the Dodge 
roll, as noted on page 42. 


Once the Dodge percentage has been 
calculated percentile dice are thrown. 

If the roll is made the blow is avoided, 
and no damage will be taken. 

If the roll is failed, the blow has hit 
and damage is resolved as normal. 


It does not take an Act to Dodge, the 
response is automatic. However, as 
previously stated, a character can only 
make a total of five Automatic Responses 
in any Combat Round. 


Active Dodge 
A character can use an Act to Dodge 
an attack. This simply gives him two 
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chances of Dodging one attack. Use of an 
Act to Dodge also means that, even should 
the attack succeed, the damage taken is 
halved. 


In certain circumstances, such as a PC 
with psionically enhanced reflexes being 
surprised, the GM might allow the player 
a single attempt to Dodge, using one Act. 

This is an exception to the usual rule 
that no response can be made to the first 
surprise attack. 


HE REALISES... 


Too LATE... 


TRIES TO EVADE..- 


TOO LATE... 


PARRY 

To Parry successfully the character 
has to roll under their percentage in the 
Combat Skill being used to block the at- 
tack. 

If the roll is made the attack is parried 
and no damage is taken. Of course, the 
parry must be possible. It is no use trying 
to parry a bullet with knife, or trying to 
shoot aside a sword-blow. 


Attempting to parry slow projectile 
weapons, such as striking aside a spear 
with a sabre, can be attempted at half the 
normal chance. Fast projectiles, such as 
arrows can be parried at one-quarter the 
normal chance; if the GM allows the at- 
tempt. 

Bullets, and other super-fast projec- 
tiles, cannot normally be _parried. 
Although an incredibly skilled character 
might have some slight chance, at the 
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GM’s discretion. 


Parrying is an Automatic Response, 
and does not take an Action to perform. 


Active Parry 

As with Dodge, the use of an Act to 
Parry gives the parrying character two at- 
tempts at blocking the blow. In addition, 
even if the Parry is failed any damage ta- 
ken is halved. 


A number of special parries can be 
attempted, if the character has the re- 
quired martial arts skill; see the combat 
skills listing for the specific rules. 

In each case only one Parry attempt is 
allowed, taking one Act, if it fails the 
character is hit as per normal (damage is 
NOT halved), if the Parry succeeds the 
special effect is applied. 


NB: A character could be using a mis- 
sile weapon, such as a bow or a rifle, 
when they are attacked Hand-to-Hand. 
An attempt to Parry the attack with the 
bow or rifle would be based on the char- 
acter’s skill with a Club. 


MOVEMENT 

Most movements can be combined 
with another type of Action. This com- 
bined movement will allow the character 
the potential to fire a weapon, replace a 
spent magazine, use a radio, or any other 
feasible activity whilst moving. 

However, the type of movement, espe- 
cially its speed, will modify the other Ac- 
tion. 

Some attacks will, by their nature, in- 
volve movement. A certain amount of 
moving for position is inherent in hand to 
hand combat. 


Walk: A character may walk up to ten 
feet in an action. Any hand to hand attack 
may be attempted, with no modifier. A 
projectile weapon will usually suffer a - 
10% modifier, but some weapons may 
have a larger modifier. 


For example, it is very difficult to 
fire a long bow accurately whilst walking 
(-20%). 
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Trot: This is double-time, or a very 
fast walk. An Action at a trot will cover 
twenty feet. 

Hand to hand attacks will take place 
at a -10% modifier. 

Projectile weapons suffer a -20% mod- 
ifier; some may become impossible to use. 

Other skills suffer a modifier decided 
by the GM. 


Run: This is as fast as a character can 
go and still hope to do something else. A 
run will cover thirty feet in an Action. 

Hand to hand modifier, -30%. 

Projectile weapons modifier, -50%. 

As before some attacks, even hand to 
hand ones, may become impossible, the 
GM will decide. 

Other skills will usually be impossible 
to use. 


Sprint: This is running all out, the 
character will cover fifty feet per Action, 
more on a level surface and if the charac- 
ter is but lightly burdened. The maximum 
is seventy feet per Action. 


If the exact distance covered per Ac- 
tion is important a DEX roll can be made: 


Result Area 

A: 70 feet per Act 

B: 60 feet per Act 

C: 50 feet per Act 

D: 40 feet per Act 

E: 30 feet per Act 

Fail: by 01-40%, as Trot, character 
travels only 20 feet. 

Roll failed by 41%+, character trips 

and falls over. 


Climbing: Attacks will usually be 
impossible whilst climbing. The GM will 
decide a basic distance per Action that 
can be climbed. 


A ladder, or surface with many hand- 
holds, can be climbed at a maximum of 
ten feet per Action. A smooth surface, 
with few handholds, can slow a climb toa 
mere two feet per Action. 


Swimming: Whilst fighting in water 
the GM should require the characters to 
make one Swim roll per round, taking one 
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Act, to see if they manage to stay afloat 
(or in control of their position if under- 
water). 


All underwater attacks are made at a - 
20% modifier, however, SCUBA skill will 
reduce this modifier by the percentage 
rating of the skill. (NB: a positive modif- 
ier will not be gained if a character has 
SCUBA of 21% or higher. The negative 
modifier is simply reduced to zero.) 


A character can swim two feet per 
Act and attempt an attack, where possible 
(GM’s ruling.) 

A character can move a maximum of 
ten feet per Act whilst swimming; noth- 
ing else may be attempted when swim- 
ming at this speed. 


Other Movements: Firing whilst in 
mid-Jump, fencing whilst hanging upside 
down from a chandelier, shooting whilst 
driving a vehicle can be combined in a 
single Action at the GM’s discretion. 


Driving or piloting a vehicle and at- 
tacking simultaneously, usually with pro- 
jectile weapons, is a fairly common oc- 
currence in LARP. 

One Drive or Pilot roll will be re- 
quired each round to keep the vehicle on 
course. This uses an Action which is con- 
sidered to cover the rest of the round. 

Additional Drive rolls will be called 
for if the PC wishes to attempt Actions 
such as sideswiping, ramming, quick 
turns or other fancy manoeuvres. Each 
will take one or two Actions. 

Weapons designed and fitted to a ve- 
hicle for use whilst in motion will usually 
fire at no modifier, and the trigger will 
usually be set in a place which does not 
interfere with the driver’s control of the 
vehicle. 

If this is not the case the GM should 
bear in mind: 


1 e The speed the vehicle is travelling at 
and the terrain it is travelling over or 
through. 

2 © The relative direction the vehicle is 
travelling in compared to that of the tar- 
get. It is a lot easier to fire at something 
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straight ahead, than to the side, and most 
difficult of all to fire behind you. 

3 e The type of weapon being used. Lar- 
ger weapons are harder to hold steady 
when in motion. 


OTHER ACTIONS 

The characters will often want to 
speak whilst fighting. A conversation 
with a Disruptor Knight, as a PC matches 
him rapier to rapier across the rooftops of 
Paris, can be handled “over the top” of 
normal Actions. 

The elastic nature of the CR will 
come into play here, a player should not 
be stopped from a particularly witty, or 
stirring, comment in the midst of battle 
just because it takes too long to say. 


When using other skills in the middle 
of a combat an Action per skill use is 
normally quite acceptable. If a character 
is doing something that will take a few 
Combat Rounds, such as picking a lock, 
their spare Actions should be reduced to 
one or two per CR. The GM may further 
limit what the PC can use these Actions 
for. 


Reloading weapons will usually take 
an Action. In which the character can also 
Move or make an Active Dodge. 

If they are attacked whilst reloading 
the PC should make a roll under DEX, to 
see whether they manage to do both 
things at once. Moving or Dodging will 
take precedence over reloading, unless the 
player wants it otherwise. 


Similarly drawing, or readying, a wea- 
pon will take an Action. A character can 
try to ready and use a weapon in the same 
Act. To do this a roll under DEX must be 
made. If the roll is made the weapon can 
be used in the same Action, at a modifier 
of -20%. 
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Modifiers to Actions 


The GM will decide which modifier is 
applicable. In situations where two or 
more might apply choose the lowest mod- 
ifier. The players may complain about 
this, but remind them that the same will 
apply to their opponents. 


ATTACK 
Target is surprised, or unaware of the at- 
tack: +30%. 
Attacking from behind, or target unable 
to see the attack: +20%. 
Target is stationary, or unable to move: 
+50%. 
Target is restrained, but still struggling 
(eg. Grappled): +20%. 
Target is moving — walk: no modifier. 

— trot: no modifier. 

— run: -10%. 

— sprint: -20%. 

— swimming: -10%. 


DODGE 

Dodging whilst restrained: -20%. 
Dodging in a confined space: -10%. 
Movement is slowed: -10%. 

Dodging whilst prone, or climbing: -10%. 


PARRY 
Parry whilst restrained: -20%. 
Parrying whilst prone: -10%. 


(For Cover & Concealment, see page 68.) 
Combat Skills 


Combat Skills can be purchased as 
part of Character Creation. All charac- 
ters start off with the same basic profi- 
ciency in a number of Combat Skills. 
These are the mu/tiversal skills of Fist, 
Kick and Grapple. 

Characters will also be able to use 
primitive weapons (club, knife, sword, 
etc.) at a low percentage. These are wea- 
pons where the concept behind their use 
is obvious. 

The starting percentages for more ad- 
vanced weapons can vary from parallel to 
parallel. The GM will tell the players 
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what weapons exist on their parallel and 
which ones they can select. 


The choice of weapons open to a char- 
acter depends on the Cultural Template 
and the character’s background. 

Many players will feel the need to 
have some skill in at least one weapon. 
This is all very well, but both GMs and 
players should guard against every single 
character having either a military back- 
ground, or being a martial arts expert. 


The Warrior Option 


Given the vast range of Combat Skills 
and Sub-skills most characters will be un- 
able to develop them to significant ra- 
tings, unless they neglect their other 
skills. 

Depending on the background of the 
character the GM may decide to grant the 
player a number of Life Points as a bonus. 

These represent the training, due to 
culture or background, that the character 
has had in Combat Skills. The GM can, of 
course, impose limits on what Combat 
Skills can be chosen, and to what rating 
they can be increased. 


Examples of this would include a 
standard military bonus of 10 to 20 LPs, 
representing the Basic Combat Training 
someone enlisting in the army can expect 
to get. A further 2 or 3 LPs per year of 
military life might also be appropriate. 


Arkwright was subjected to intensive 
training in the martial arts and a bewil- 
dering variety of ancient, modern and ad- 
vanced weapons. His Warrior Option bo- 
nus is 200, representing just over ten 


years of extremely intensive training. 
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The skill definitions are split into three 
areas: 

Hand To Hand — for unarmed combat 
skills. 

Hand Held Weapons — for weapons 
which are gripped and used to strike at 
close quarters; such as sticks, swords, and 
spears. 

Projectile Weapons — which covers all 
weapons which leave the hand, whether 
thrown or discharged from some device, 
such as a bow or a gun. 


Damage Bonus (DB) 


The stronger you are the harder you 
can hit. Unless otherwise noted all Hand 
to Hand and Hand Held Weapon attacks 
have the Damage Bonus added to them. 

The Damage Bonus is calculated by 
dividing STR by 10, and subtracting three 
from the result. Fractions are dropped, as 
usual. 


A character with a STR of 55 has a 
Damage Bonus of 2. 


Exceptionally weakened characters 
and small animals may have a negative 
Damage Bonus, which reduces the dam- 
age done. 

In some cases a blow or bite might hit, 
but do no significant damage because of 
the weakness of the attacker. 


A small deer, with a STR of 25, would 
have a DB of -1. A butt from this animal 
would do 1D10 minus 1 damage; a range of 
0 to 9 points of damage. 


Hand To Hand 


There are essentially three ways of at- 
tacking in unarmed combat: 

Fist — which includes the use of el- 
bows. 

Kick — which includes the use of 
knees. 

Grapple — which includes techniques 
such as body-blocks, throwing and trip- 
ping. 

The many techniques of unarmed 
combat are all variations or refinements 
upon these three basics. 
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A character begins with the following 
Starting Percentages: 

Fist: 40% 

Kick: 30% 

Grapple: 30% 

These may be increased, like any 
other skill, by spending Life Points dur- 
ing character creation. 


Characters have the further option of 
buying experience in one or more martial 
arts. These are treated as sub-skills of the 
three basic attack forms. 

Each sub-skill has a Life Point cost, 
which will purchase the skill at either a 
First Point Percentage, or as a one time 
purchase. In the latter case the skill has 
no percentage rating, instead its use will 
normally entail getting a certain Results 
Area on the Skill Resolution table. 


Hand To Hand Skills 


Fist 
SP: 40%. 
FP: None. 
Sub-skills: Bone Breaking, Damage, 
Nerve Strike, Parry Bonus. 
A blow with the fist, elbow, or fore- 
arm is termed a Fist attack. 
Damage: 1D10+DB. 


Kick 
SP: 30%. 
FP: +5%. 
Sub-skills: Bone Breaking, Damage, 
Jump Kick, Nerve Strike, Parry Bonus. 
A kick is a strike with the foot or the 
knee. 
Damage: 1D10+DB. 


Grapple 

SP: 30%. 

FP: +10%. 

Sub-skills: Body-Block, Bone Breaking, 
Damage (rare), Nerve Pinch, Parry Bonus, 
Throws, Locks. 

Grabbing, wrestling and any other 
form of scuffling (eg. head butting) is 
treated as a Grapple. 

Damage: Special; if the attacker is using 
Grapple to do damage they will inflict 
1D10+DB, divided by 2, points of damage. 
The Grapple roll must be made each Act. 
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The opponent is not treated as restrained. 

Otherwise the Grapple restrains the 
target, causing their Attacks and other 
Actions (except Dodge and Parry) to suf- 
fer a negative modifer, equal to the Grap- 
pler’s STR or Grapple skill, which ever is 
highest. 

A successful Dodge or Parry will 
break free of a Grapple, but the attempt 
is made at -20%, see page 42. 

Once a Grapple has been made the 
hold can just be maintained, Action after 
Action, without having to be rerolled. 


A character who has successfully 
Grappled an opponent can attempt to hold 
them and attack them, ie. “ve grabbed 
him, now [ll kick him.” 

This can be attempted on each Action 
following the one in which the opponent 
was Grappled. An overlapped roll is made 
for the Grapple and the Combat skill 
being used, both Skills are modified by 
+20%; see page 42. 


For example, a PC, Jason, has 
grappled a Disruptor agent, Bron. Jason 
attempts to kick Bron, whilst grappling 
him. 

The relevant skills are, Grapple 46% 
and Kick 68%. Due to Bron being re- 
strained by the Grapple Jason gains +20% 
to his Kick and Grapple. 

Jason rolls to kick Bron, a “48” is 
rolled on the D%. The Kick succeeds and 
the Grapple stays in place. 

On Jason’s second such attack a “72” 
is rolled. The Kick succeeds, but the 
Grapple - Jason’s hold on Bron - has been 
lost. Note that the +20% modifier still 
applies in the Act in which the Grapple is 
lost. 


Wrestling: when a _ character has 
Grappled a target they can match their 
STR against the target’s in an attempt to 
wrestle them to the ground, spin them 
round and off a cliff, or whatever the 
GM agrees is possible. 

Each such attempt takes an Act. The 
STRs of the attacker and his grappled op- 
ponent are matched on the Resistance 
Roll table. 

If the attacker succeeds his opponent 
is thrown, spun off a cliff, etc.. 
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If STR vs STR roll fails by 30% or 
more the attacker loses his hold on his 
opponent; the Grapple is broken. 


The sub-skills of Grapple consider- 
ably refine its use. 


Hand to Hand Sub-skills 


SP: Starting Percentage, if any. 


FP: First Point percentage bonus, as per 
normal skills. 


SC: Skill Cost. For sub-skills which have 
no percentage rating the Skill Cost indi- 
cates the Life Points required to buy the 
sub-skill. This may vary, depending on 
how proficient the player wants their 
character to be. 

In the case of sub-skills which fall 
into Results Areas the cost increases with 
each Result Area purchased. 

A maximum limit will also apply to 
any sub-skill. This will be noted as either 
a percentage limit or the highest Results 
Area possible. 


Certain sub-skills take two Acts to 
perform, these are indicated by a @ to the 
side of the sub-skill. 


Sub-Skills using Results Areas 


These rules apply to sub-skills using 
Results Areas. 


The attack is made as usual, but be- 
fore the percentile dice are rolled the 
player must declare their intention to use 
a sub-skill. 


If the roll falls into the required Re- 
sults Area the effects of the sub-skill are 
applied. 

If the attack still succeeds, but not in 
the required Results Area, then damage is 
rolled and is automatically halved (the 
normal Damage Multipliers are ignored.) 


Any exceptions, to the usual combat 
rules, are detailed in the sub-skill descrip- 
tions 
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Body-Block 

SP: 5%. 

FP: +10%. 

Sub-skill of Grapple. 

Body-block overlaps Grapple skill. It 
is used to slam into an opponent, in an at- 
tempt to knock them over. 

The target, if successfully 
blocked , takes 1D10+DB damage. 

They will also fall over unless they 
make a DEX roll. The target also loses 
their next Act, whether they fall over or 
not. 

If the Body-Block fails, but the Grap- 
ple succeeds, the attacker can choose to 
have Grappled the target if they wish. 


body- 


Bone Breaking 
SP: None. 
SC: 5 to A; 10 to B; 20 to C. 
Maximum is C. 
Sub-skill of Fist, Kick and Grapple at- 
tacks. 

The attacker strikes or applies lever- 
age to break, sprain or dislocate, a bone. 

It must be purchased separately for 
each basic attack skill. Purchasing Bone 
Breaking to Results Area A in Fist and 
Kick would cost 10 Life Points. 

In addition to declaring the use of 
Bone Breaking the player must also de- 
clare the Hit Location they are aiming 
for; arm, leg, head (ie. neck) or torso (ie. 
ribs). The basic Hand to Hand skill used 
is reduced by the to hit modifier for the 
location. 

Attack Succeeds: The Critical Dam- 
age effects are automatically applied. 
Note that the damage done does not have 
to be over half the opponent’s Hit Points. 


Damage 

Certain martial arts toughen the 
hands and feet of the people who study 
them. Others train the student to strike at 
the body’s most vulnerable areas. 

In other words the Damage Bonus of 
the attacker is increased for certain at- 
tack forms. These will be Fist or Kick in 
most cases. 

It costs 2 Life Points for each point 
added to the DB. So to increase the DB by 
three points will cost 6 LPs. The 
maximum increase to the DB is five 
points. 
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Note that the increased damage must 
be purchased separately for each basic at- 
tack skill. 


Dodge Bonus 

By training in balance and posture, 
together with practice in avoiding at- 
tacks, a character gains a bonus which is 
added to their Dodge skill. 
FP: +10%. 

Additional Life Points increase the 
bonus as if it were a normal skill. 


Jump Kick 
SP: None. 
FP: +15%. 
Maximum is half the Kick skill. 
Sub-skill of Kick. 

Jump Kick overlaps Kick. This is also 
known as a Roundhouse Kick, the attack- 
er executes a short jump or whirl to add 
greater force to their kick. The resulting 
blow, if it lands, does more damage. 

Attack Succeeds: The Damage Multi- 
plier is increased by 1. This attack takes 
an additional Act to perform. 


Nerve Strike or Pinch 

SP: None. 

SC: 10 to A. 15 to B. 25 to C. 
Maximum is C. 

Sub-skill of Fist, Kick and Grapple. 

The attacker strikes, or applies pres- 
sure if grappling, to one of the many 
nerve clusters or sensitive areas of the 
human body. 

As with Bone Breaking the character 
must declare a Hit Location. Torso hits 
are made at -10% when using a nerve 
strike. 

Attack succeeds: Target automatically 
loses their next Action. 

Location Effects. 

Head: Target must make an END roll 
at -20%, if failed they pass out. 

Arm and Leg: As per normal Loca- 
tion Effects, except that the END and 
DEX rolls are made at -20%. Use of the 
limb will be regained in 1D10 Combat 
Rounds. 

Other Location effects are resolved 
normally. 


Nerve Lock: usable only when overlap- 
ping a Nerve Strike with a Grapple. 
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The attack is made as normal. If suc- 
cessful the target takes no actual damage. 
Instead they are held, as per the Locks 
sub-skill, and lose 1D10 Acts per CR. 

A Nerve Lock is usually extremely 
painful. If the target wants to struggle 
they must make a WIL roll at -30%. If 
they succeed they can try to counter the 
hold, the usual Grapple restraint modifier 
applies. 


Parry Bonus 

A character can train in blocking and 
turning aside blows, kicks and attempts 
to grab them. 

Characters with this sub-skill can at- 
tempt normally impossible parries, such 
as deflecting or even catching a bullet. 

The Parry Bonus is a sub-skill which 
added to Fist, Kick and Grapple parries, 
and does not have to be learnt as a separ- 
ate sub-skill of each basic attack skill. 
FP: +10%. 

Additional Life Points increase the 
Parry Bonus as if it were a normal skill. 

The maximum Parry Bonus is equal to 
half the skill being used to parry. 


Example, a character could have a 
Parry Bonus of +30%, but if he has a 
Kick skill of 40%, and attempts to Parry 
with a kick, the Parry Bonus is restricted 
to +20%; giving a final Parry chance of 
60%. 


® Throws (and Trips) 
SP: 5%. 
FP: +10%. 
Maximum of Grapple minus 20%. 
Sub-skill of Grapple. 

Throws and trips are overlapped with 
Grapple. 

To Grapple and Throw a target takes 2 
Actions, unless a Grapple is already in ef- 
fect. 

The target is first grabbed, in 1 Ac- 
tion, using a Grapple. The next Act is 
spent trying to throw, trip or otherwise 
unbalance them. 

If Grapple is already being used (see 
“*apple), the attacker can attempt a 
Throw in each Act following the one used 
make the Grapple. 


Attack Succeeds: The target is thrown 
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or tripped, and ends up prone on the 
ground. They take 1D10 points of damage. 

Unless the target makes an END roll 
they are stunned, and lose the next 1 to 5 
Actions (1D10, divided by 2). They will, of 
course, have to spend an Act getting up at 
some point. 

The attacker has the option of letting 
go, or continuing to Grapple their thrown 
opponent. 


Throw can be combined with a Parry, 
in the same way as Grapple. The Parry 
must succeed, using 1 Act. The next Act is 
then used in an attempt to trip or throw 
the attacker. If the Grapple succeeds, but 
the Throw does not, the character grap- 
pling has the option of maintaining, or 
letting go of their hold. 


Locks 
SP: 5%. 
FP: +10%. 
Maximum of Grapple minus 20%. 
Sub-skill of Grapple. 

This is used to completely restrain a 
Grappled target, hopefully holding them 
totally immobile. 

Locks are much the same as Throws. 
The Lock attempt must follow a success- 
ful Grapple, and takes an additional Act. 
If the Lock succeeds the target is held; 
they lose 1D10 Acts per Combat Round 
that the Lock is maintained. 

Reroll the Lock each CR if the target 
is struggling, or trying to break the Lock. 

A target held in a Lock suffers a re- 
straint modifier equal to the attacker’s 
Grapple skill plus 20%. 

The attacker has the option of twist- 
ing or squeezing the Lock, which will 
cause 1D10+DB points of damage to the 
target per Combat Round (not Act) that 
the Lock is maintained. 


As with Grapple and Throw, Lock can 
be combined (taking an additional Act) 
with a Parry. 


Note to Location Modifiers 


When a Lock or Throw uses a speci- 
fied location, usually a limb, the fo Ait 
modifier is applied to the basic Skill 
being used, not the Sub-skill. 
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Thus, a character who has Grapple: 
60% [Nerve Pinch: B. Locks: 40%] will 
have his Grapple reduced to 40%, when 
attempting to grab an opponent’s arm. 
This will reduce his chance of applying a 
Nerve Pinch, but his chance of applying 
an arm Lock remains at 40%. 


Hand Held Weapons 


At its most basic the Hand Held wea- 
pon is simply a club. It extends the attack- 
er’s reach and can deliver a heavier blow 
than the naked fist. The bewildering var- 
iety of hand held weapons can, with a 
number of exceptions, be seen as refine- 
ments of the club. 

The principle behind using most hand 
held weapons is extremely simple. To re- 
flect this all characters have a certain ba- 
sic starting percentage for each weapon 
in the following weapon groups. 


Hand Held Weapon Groups 
Club SP: 25%. 
Knife or Dagger SP: 30%. 
Short Sword SP: 15%. 
Long Sword SP: 15%. 
Other Swords SP: 15%. 
Pole-arms SP: 15%. 


The GM will adjust these Starting 
Percentages to reflect any bias towards 
the use of weapons indicated by the cul- 
tural template. 

Alternatively the player can choose to 
reduce the Starting Percentage, in order 
to create a character who would not begin 
to know how to use a sword, or other wea- 
pon. This carries no advantage in terms of 
the rules, but is good role-playing and 
character creation. 


Hand held weapon skills are bought 
using Life Points during character crea- 
tion. The PC buys experience for any of 
the weapon groups listed above. The per- 
centage so purchased is their chance to 
Attack and Parry with any weapon in that 


group. 
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Sub-skills can be purchased for each 
individual weapon, with the exception of 
Quick Draw, and cannot be applied across 
a weapon group. 


Thus a character with Long Swords: 
65% [Rapier-Disarm: +15%], will only be 
able to apply the Disarm Bonus with the 
Rapier; the only sword with which he has 
this sub-skilL 


This greatly simplifies the actual dif- 
ficulties in using similar weapons, avoi- 
ding the need for PCs and NPCs to have 
long lists giving their skill in each indi- 
vidual weapon. 


The individual weapons within the 
Weapon Groups, and the amount of dam- 
age they do, are listed below. This is fol- 
lowed by the listing of the applicable sub- 
skills and finally by details of “Special 
Weapons,” such as the whip, which must 
be learnt individually. 


Space precludes the consideration of 
every possible weapon that might be en- 
countered by the PCs. A few examples can 
be found in the Bestiary, but when a tot- 
ally new weapon appears the GM will 
have to rate it’s starting percentage, dam- 
age and the sub-skills that can be used 
with it. 


Hand Held Weapons 


The weapons within each group are 
named and the damage rating for each is 
given. 


Club 


Stick, Bottle or short length of pipe used 


as a club’: 1D10+1. 
Light mace, Hambo, Hatchet: 1D10+2. 
Heavy mace, Battle axe: 2D10+1. 
Quarter staff", Bo™: 2D10. 
Flail: 1D10+2. 
Warhammer: 2D10. 
Greathammer™, Greataxe™: 3D10. 


*: includes striking with the butt of any 
other weapon. 
**: all require two hands to use. 
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Knife or dagger 

Small blade, Scalpel: 1D10. 
Dagger, Sai: 1D10+2. 
Short Sword 

Gladius, Wakizashi: 2D10. 
Broadsword: 2D10+2. 
Long Sword 

Rapier: 2D10. 
Longsword, Katana: 3D10. 
Scimitar: 2D10+2. 
Other Swords 

Bastard sword: 3D10+3. 
Greatsword, No-dachi: 4D10. 
Pole-arms 

Short Spear: 1D10+2. 
Long spear: 3D10. 
Naginata: 2D10+2. 
Pike: 3D10+3. 


Hand Held Weapon Sub-skills 


SP: Starting percentage, if any. 


FP: First Point percentage bonus, as per 
normal skills. 


SC: Skill Cost. For sub-skills which no 
percentage rating the Skill Cost gives the 
Life Points required to buy the sub-skill. 
This may vary, depending on how profi- 
cient the player wants their character to 
be. 

In the case of sub-skills which fall 
into Results Areas the cost increases with 
each Result Area purchased. 

A maximum limit will apply to any 
sub-skill. This will be noted as either a 
percentage limit or the highest Results 
Area possible. 
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Bone Breaking 
SP: None. 
SC: 5 to A; 10 to B; 20 to C. 
Maximum is C. 
Sub-skill used by any blunt weapon. 
Used as per the Hand to Hand sub- 
skill; page 45. 


Damage Bonus 

The character trains with a specific 
weapon, learning how to attack with it to 
cause maximum damage. 

It costs 3 Life Points for each point 
added to the basic damage of the weapon. 
So to increase the damage done by a dag- 
ger from 2D10 to 2D10+4 will cost 12 LPs. 

The maximum damage bonus for any 
hand held weapon is half its average dam- 
age. A dagger does an average damage of 
7 points, the maximum damage bonus is 
+3. For a long sword, which does 3D10 
damage, the maximum damage bonus 
would be +7, costing 21 Life Points. 


Disarming 

SP: Special: Results Area B. 

FP: +5%. 

This technique is applicable to most wea- 
pons. Exceptions are up to the GM. 

In using it the attacker attempts the 
twist or strike their opponent’s weapon 
out of their hands. 

Any character may attempt to “strike 
to disarm,” they need not have training in 
the sub-skill. An attack which is used in 
an attempt to disarm cannot damage the 
opponent. 

To successfully disarm an opponent 
the attack has to fall into Results Area B 
(highest number in the area), plus the Dis- 
arm sub-skill. A disarming attack can be 
parried as a normal attack. 

The maximum possible rating for dis- 
arm is 20% below the actual weapon skill. 
(A character with a 100% rating in a wea- 
pon would have a maximum 80% disarm 
chance.) 


For example, a PC with 50% in a wea- 
pon skill has a 10% chance of Disarming 
their opponent whilst using that weapon. 
They train to acquire a Disarm Bonus of 
+15%. Their Short sword skill remains at 
50%, but they now have a 25% (Area B, 
+15%) of “striking to disarm.” 
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Nerve Strike 

SP: None. 

SC: 10 to A. 15 to B. 25 to C. 
Maximum is C. 

Sub-skill for any weapon. 

The attacker strikes at one of the 
nerve clusters or sensitive areas of the 
human body. 

The attacker must declare a Hit Loca- 
tion. 

Attack succeeds: Target automatically 
loses their next Action and the following 
Location Effects are applied. 


Location Effects. 

Head: Target must make an END roll 
at -20%, if failed they pass out. 

Arm and Leg: As per normal Loca- 
tion effects, except that the END and 
DEX rolls are made at -20%. Use of the 
limb will be regained in 1D10 Combat 
Rounds. 

Other Location effects are resolved 
normally. 


Parry Bonus 
FP: +10%. 

The character trains in blocking at- 
tacks with a specific weapon. 

See Hand to Hand skills, page 46. 

The maximum parry bonus is equal to 
half the actual weapon skill. 


Quick Draw 

SC: 10. 

This sub-skill allows the character to 
draw a holstered or sheathed weapon and 
attack with it in the same Action. 

It can be applied to any weapon with 
which the PC is familiar and has prac- 
tised drawing. 

To successfully Quick Draw the char- 
acter must roll under their DEX. If they 
fail the weapon is drawn, but cannot be 
used to attack until the character’s next 
Act. 


The GM may rule that certain wea- 
pons are too cumbersome for Quick 
Draw to be used. 

This sub-skill is also applicable to 
most projectile weapons, see pages 56 and 
58. 
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Two Weapon Use - Twin Strike 

SC: 10 per off-hand weapon. 

Sub-skill applicable to any possible com- 
bination of weapons. 

Perhaps most familiar as the use of 
rapier and off-hand dagger. The charac- 
ter can train to use any weapon in their 
“off-hand,” typically the left hand. They 
can then pair that weapon with another, 
held in their “main-hand.” 

Numerous combinations are possible, 
although the GM can rule that the use of 
certain weapons together is impossible. 

Ambidextrous characters have the 
skill cost of learning an off-hand weapon 
reduced to 5 LPs per weapon. 


Twin Strike: A character using two wea- 
pons can attempt to attack with both in a 
single Act. To do so a single attack roll is 
made, at a -10% modifier, which is applied 
to both weapons. 

If the opponent is hit by a Twin Strike 
they parry or dodge as normal, but before 
doing so must declare which weapon they 
are trying to avoid the most (usually the 
one which does the most damage.) 

To avoid both weapons the parry or 
dodge roll must fall into results area A to 
D, on a result area E they avoid one wea- 
pon, but are hit by the other. 


If the opponent is also fighting with 
two weapons they can attempt a Twin Par- 
ry, using an Act. They must declare which 
weapon is being used to parry which at- 
tack. The parry for each weapon is rolled 
as per usual. 


Weapon-Breaking 
SP: Special: Results Area B. 
FP: +5%. 
Similar to striking to disarm, this sub- 
skill is applicable to most rigid weapons. 
As with Disarming, the attacker must 
roll a percentage equal to Results Area B 
(highest number in the area), plus the 
Weapon Breaking sub-skill percentage. 
Once a weapon-breaking attack has 
been successfully made the opponent’s 
weapon will shatter or break unless the 
weapon resists the attack. How well a 
weapon resists depends on the material(s) 
it is made from and the quality of the 
manufacture. 
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Chance of surviving weapon-breaking 


Wood, or mostly wood: 40% 
Inferior metals 

(bronze, copper): 40% 
Standard metals 

(iron, poor steel): 50% 
Quality metals 

(steel, alloys): 60% 
Super hard materials 

(certain alloys, plastics): 70% 
Modifier for weapon quality 
Poor: -10% 
Average: _ 
Good: +10% 
Superb: +20% 
Exceptional: +30% 


Certain weapons, such as sai or swords 
with “sword-breaking” hilts, will have an 
additional weapon-breaking bonus. This 
is usually limited to +10%. Although the 
GM may increase it to +15% where the 
weapon is being used to break the speci- 
fic weapon it was designed to. 


Special Hand Held Weapons 


Chain and Rope Weapons 


These are weapons which can be used 
to strike like a flexible club, in the case of 
weapons like a whip, but have the addi- 
tional refinement of being able to entan- 
gle an opponent. Being, in effect, a wea- 
pon that can Grapple and in some cases 
apply a Lock, although there are certain 
differences. 

To avoid confusion with the Hand to 
Hand skills a weapon grapple is called an 
Entangle. It is treated as a sub-skill of the 
weapon use. 


Entangle Sub-Skill 
SP: 5%. 

Maximum of the weapon skill 
being used -20%. 

If an Entangle succeeds the target is 
restrained or encumbered by the Entang- 
ling weapon, causing their Attacks, Auto- 
matic Responses and other Actions to suf- 


24 SPECIAL HAND 
HELD WEAPONS 


COMBAT 


10 


fer a negative modifier equal to the En- 
tangle skill. 

A successful Dodge or Parry will 
break free of the Entangle, but the at- 
tempt will have to be made with the En- 
tangle restraint modifier applied. 

Once the Entangle has been made it 
can be maintain, Act after Act without 
having to be rerolled. 

The Entangle can be shook off by the 
Attacker using an Act and rolling under 
their skill in the weapon. Unlike a Hand 
to Hand Grapple is takes some effort to 
unwrap the weapon from the target. 


Entangle-Lock: There are certain mar- 
tial arts techniques which involve wrap- 
ping a rope or chain weapon around a 
limb and using the leverage of the rope or 
chain to help apply a Lock. 

Far more deadly is the use of such a 
weapon to choke or strangle. 


An Entangle-Lock must follow a suc- 
cessful Entangle. It takes an additional 
Act to perform. It has the same chance of 
success as the original Entangle roll. 

If it succeeds the target is held, they 
lose 1D10 Acts per Combat Round that the 
Entangle Lock is maintained. 

Reroll the Entangle-Lock each CR if 
the target is struggling. 


A target held in an Entangle-Lock 
suffers a restraint modifier equal to the 
attacker’s Entangle chance, plus 20%. 

The attacker has the option of twist- 
ing the Entangle-Lock, which will cause 
1D10+DB per Combat Round (not Act) 
that the Entangle-Lock is maintained. 


A specific location can be chosen by 
the attacker, with the relevant Location 
Modifier being applied as noted on page 
46 


If the specified location is the head, 
and the attack succeeds, the attacker can 
opt to have entangled their target around 
the throat. They can then attempt to choke 
them to death, this is in addition to apply- 
ing the normal 1D10+DB damage per CR. 

The attacker’s STR is matched against 
the target’s END on the resistance roll ta- 
ble. If the attacker overcomes the target’s 
END the target takes damage equal to the 
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attacker’s DB+1 times D10. 

This is rolled for each Act. 

Note: the target’s END is NOT mod- 
ified by the restraint modifier. 


For example, a character with no DB 
will do 1D10 choking damage per Act. A 
character with a DB of +2 will do 3D10 
choking damage per Act. 


Whips 
SP: 20% 
Entangle. 

Certain whips cannot entangle, for 
example the Russian knout. Most whips 
are designed to inflict punishment on a 
restrained prisoner or to help direct live- 
stock, rather than as combat weapons. 

The knout, in fact, actually cuts like a 
flexible blade. 

The most popular whip amongst role- 
players is the bull-whip, which can En- 
tangle. 

(Characters using the bullwhip also 
tend to spend a lot of time involved in ar- 
chaeological pursuits and wearing rather 
battered headgear.) 


The Garrote 
SP: 15%. 
Entangle. 

Garrottes are made of wire and cer- 
tain specially woven materials, such as 
silk. They will cut into a limb or neck 
when used in an Entangle-Lock. 

When used to this purpose another 
1D10 is added to the damage done per CR. 
And the damage done by a successful 
choking attempt is increased by +1D10. 
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Chain and Rope 
SP: 15%. 
Entangle. 

The same skill rating is used when 
fighting with either a chain or a rope. 

Most varieties of chain and rope wea- 
pons are used as part of a Two Weapon 
Use sub-skill, see the weapon descriptions 
below. 

However a loop of folded rope or 
chain can be used to strike, much like a 
flail. 


Special Weapon Descriptions 
Whips 


Bullwhip: the standard whip. Most 
whips, whether longer or shorter, with or 
without hafts, have the same characteris- 
tics as the Bullwhip. 

Length can vary between twelve to 
fifteen feet. 

At close quarters (under half the 
length of the whip) they can no longer be 
used to strike as a whip, but most have a 
rigid handle, which can be used to strike 
like a club. 


Cat-o’-nine-tails: in effect a variation on 
a Flail. 


Knout: A Russian whip. Over twelve feet 
long it is about four inches thick at the 
butt and tapers to the thickness of a shoe 
lace at the tip. The whip stroke is incred- 
ibly fast and the thin tip cuts like a sword. 
It is difficult to use with any accuracy 
against a moving target, attack at -20%. 


Other whips: numerous variations exist. 
As noted most behave like a bullwhip. 
There are examples of whips set with 
barbs or hooks at the tip. These would do 
similar damage to a Dagger: 1D10+2. 


Whips - Damage Ratings 


Bullwhip/Other whips: 1D10 
Cat-o’-nine-tails: 1D10+2 
Knout’: 2D10 


*: Cannot Entangle. 
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Chain and Rope Weapons 


Most listed are Japanese in origin. 
However, a good length of rope has been 
the chosen arm of more than a few sailors 
and longshoremen the world over. 


Manriki-Gusari: a length of chain, usu- 
ally with small weights at each end. 

Exceptionally skilled users can spin it 
rapidly enough and at the correct angle to 
parry thrown weapons and, it is said, ar- 
TOWS. 


Rope: Probably most often used as an 
improvised weapon. The GM will have to 
decide if the circumstances warrant the 
effective use of the rope as a weapon. 

(Plastic washing line being flailed 
around is more of a nuisance than an ef- 
fective weapon, but in the right hands 
anything might be possible.) 


= Two-Weapon Use 

The following weapons are best de- 
scribed as a length of rope or chain at- 
tacked to the haft of another weapon. 

To use them effectively requires the 
Two Weapon Use sub-skill (pg. 49). 


Kawanga: A grapple with a short length 
of rope attached. A combination climbing 
aid and weapon. The grapple can be spun 
on rope, like a Flail, or held by it’s haft 
and used like a Dagger. 

The tines of the grapple can be used 
to attempt sword-breaking; the blade is 
caught between two tines and the grapple 
twisted so that the sword blade snaps. 

The rope is used to Entangle, or 
flicked at targets beyond the reach of the 


grapple. 


Kusari-Gama: A sickle shaped weapon 
(it is classed as an Axe for purposes of ra- 
ting damage: weapon group - Club.) Again 
this can be used as a climbing aid. 

Attached to the top of the haft, be- 
hind the blade, is a length of chain with 
small weight attactched to it. 


Kyoketsu-Shogi: A bladed weapon, with 
a length of rope attached to the butt of 
the weapon. The rope is weighted at the 
end with an iron ring. 
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The blade can take a number of 
shapes, but is usually comprised of a 
straight, short-sword like part and a hook 
which curves back and can be used as a 
climbing aid. 

In certain configurations the blades 
are designed as sword-breakers. 


Most of the Japanese rope and chain 
weapons are used in a similar style. The 
rope or chain is used to Entangle the wea- 
pon arm of the target, holding it immo- 
bile whilst the other end is used to strike 
the target. 


The iron ring of the Kyoketsu-Shogi 
can be flipped onto a sword blade, which 
is then pulled to one side by the rope, or 
an attempt to Disarm can be made. 


Chain and Rope Weapons 

- Damage Ratings 
Kawanga 

- Grapple: 1D10+1 

- Rope: 1D10 
Kusari-Gama 

- Sickle as Axe: 1D10+2 

- Chain: 1D10+1 
Kyoketsu-Shogi 

- Blade as Gladius: 2D10 

- Rope: 1D10 
Manriki-Gusari: 1D10+1 
Rope: 1D10 


Shields — as Weapons 
These are detailed in the section on 
Armour, see page 66. 
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Projectile Weapons 


The flung rock to the laser, and be- 
yond. 


Ranges of Projectile Weapons 


Each projectile weapon has an effec- 
tive range, and a maximum range. 

In some cases a minimum range is also 
noted, where the target has to be a certain 
distance away from the projectile weapon 
for it to be able to be used effectively. 


When attempting to hit a target that is 
within the effective range of the weapon 
the normal skill rating is used, subject to 
any applicable modifiers. 

When attempting to hit a target that is 
between effective range and maximum 
range the skill rating with the weapon is 
halved, then any applicable skill modif- 
iers are applied. 

Once a target moves beyond the 
maximum range there is a still a chance 
that it can still be hit; see the GM’s sec- 
tion. Although to attempt such a shot the 
character would have to be very skilled 
with the weapon. 


For example, Jason has a Skill Rating 
of 60% with a Rifle. 


The actual weapon he is using is a 
5.56mm Enfield XM-70, which has an Ef- 
fective Range of 300’ and a Maximum 
Range of 450”. 


When shooting at a Disruptor agent 
250’ away his chance to hit is 60%, mod- 
ified by the fact that the Disruptor agent 
is surprised to 90%. (See page 42.) 


That target dealt with Jason switches 
his aim to another Disruptor agent 380’ 
away. This is 80’ over the effective range. 
Jason’s chance to hit would normally be 
30%. The Disruptor agent, alerted by the 
sound of the shot, is no longer surprised. 

The 5.56mm Enfield XM-70 is fitted 
with a targeting scope (see Bestiary) this 
acts to double each “range,” increasing 
the Eff range to 600°. Which means that 
Jason’s chance to hit, whilst using the 
sight, is 60%. 
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Hand Hurled Weapons 


The use of all thrown weapons is 
based on the Throw skill. 

Aside from giving a base from which 
the chance to hit with the various impro- 
vised weapons which are thrown about 
during role-playing (everything from bot- 
tles to oriental rugs — “I'll spin the rug, so 
she’ll get entangled in it.” — and other 
furnishings, to handy animals) it is also 
the character’s chance to throw ropes, 
pitch a grappling hook up a rock face and 
so on. 

Bear in mind that in the latter cases 
most of the targets can be treated as 
“stationary, or unable to move” (pg. 42), 
giving a +50% modifier to the chance to 
make the throw, in most cases. 


Throw Skill 


Throw 
SP: DEX divided by 5, plus 20. 

This is the basic throw skill. Used for 
any snatched up and hurled object. 

It is a base from which the Starting 
Percentage for all hand-hurled weapons is 
calculated. 


Damage Bonus for Hand Hurled 
Weapons 


The Damage Bonus is applied to any 
damage done by a hand-hurled weapon up 
to it’s Effective Range. 

Certain, mostly improvised, weapons 
are of such a flimsy or cumbersome na- 
ture that the GM may decide that the DB 
will not apply at all. 


Hand Hurled Weapons List 


Thrown Knife (or Dagger) 
SP: Throw -5%. 

Any bladed weapon which is balanced 
for throwing can be thrown, although this 
is usually limited to weapons the size of a 
knife or dagger. 

A larger blade (eg. a short sword) may 
also be thrown, but a modifier of -10% to 
-20% should be applied to the Thrown 
Knife skill, depending on the weight and 
balance of the blade. 
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Shuriken 
SP: Throw -10%. 

This skill allows the throwing of mul- 
tiple small blades in one Action. Up to 
four can be thrown at a single target in 
one Act. 

When throwing shuriken two D% rolls 
are made. The first to see if the attack 
hits. The second, required only if the at- 
tack succeeds, determines how many hit 
and depends on the Results Area rolled. 


Second Roll - Result Areas 

A and B: Number thrown. 

C: Number thrown, minus 1 
D: Number thrown, minus 2 
E and FAIL: Number thrown, minus 3. 


Spear (and Javelin) 
SP: Throw -5%. 
A polearm designed for throwing. 


Bolas 
SP: Throw -10%. 

This is a special thrown weapon 
which can Entangle as well as doing dam- 
age. It takes two Acts to use, one to whirl 
the Bolas up to speed, the next to throw it. 

See Entangle, page 50. 


Throwing Club (and Rock) 
SP: Throw. 

A club balanced for throwing. 

This includes the aboriginal boomer- 
ang (NB: the hunting boomerang is not 
designed to return to the thrower). 

The same skill rating is used when 
throwing a rock. 


Hand Hurled Weapons 
-Applicable Sub-Skills 


The following sub-skills can be used 
with thrown weapons. There are some ex- 
ceptions, as noted below. 


Bone Breaking (see page 45.) 
Applicable to any b/unt thrown wea- 
pon. 


Damage Bonus (see page 48.) 

The user must be practsed with the 
weapon being used. It is not applicable to 
ene weapons, such as a thrown 
chair. 
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Disarm (see page 48.) 

The weapon is thrown in such a way as 
to knock the target’s weapon out of his 
hands. 


Quick Draw (see page 49.) 
Applicable to most Hand Hurled Wea- 
pons. 


Nerve Strike (see page 49.) 
Applicable to any blunt thrown wea- 


pon. 
Hand Hurled Weapons 

-Damage Ratings 
Knife, Sai: 1D10+1 
Shuriken, Small blade: 1D10 
Javelin: 2D10+2 
Bolas, Club, Rock: 1D10 
Spear: 2D10+1 
Sword’: 2D10 


*: This Damage Rating is applicable to 
any thrown sword. 


Hand Hurled Weapons 
-Ranges 


Min: Minimum range, if applicable. 
Eff: Effective range. 
Max: Maximum range. 


Knife, Sai Eff: 30’ Max: 50’ 
Shuriken Eff: 30’ Max: 60’ 

Javelin Min: 10’ Eff: 40’ Max: 100° 
Bolas Min: 10’ Eff: 40’ Max: 80’ 


Thrown Club Eff: 40’ Max: 80° 


Rock Eff: 20° Max: 40’ 
Spear Min: 10’ Eff: 30’ Max: 70” 
Sword* Eff: 15’ Max: 30’ 


*: Or other poorly balanced thrown wea- 
pon. 


NOTE: If a weapon is not listed, such as a 
Throwing Axe or the Discus, use the most 
comparable Weapon Skill, Damage and 
Range Ratings. 


For example, 

Throwing Axe: as Knife, 1D10+1, 
30°/50”. 

Discus: as Throwing Club, 1D10, 


40’/100’. 
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Device Driven 
Projectile Weapons 


Starting Percentages 


Atlatl as Spear or Thrown Knife 
Blow-Pipe 10% 
Bow 15% 
Catapult 20% 
Sling 15% 
Reloading: Most of the following 


weapons have to be reloaded manually 
before they can be discharged again. This 
will take an Act, unless otherwise stated 
in the weapon description. 


Device Driven 
Projectile Weapons 
-Weapon Descriptions 


Atlatl 

A short stick, with a notch and groove 
to hold a javelin or large dart (treated as a 
Thrown Knife.) The use of the atlat] adds 
both to the Damage done and the Range. 

There is no separate skill rating in its 
use. The character’s rating for throwing a 
spear or knife is used. 


Blow-Pipe 

A hollow tube, through which a dart 
is blown. 

They can vary in size from the tiny 
blow-pipes beloved of spy films, to the 
four foot long blow-pipes of the Iban, 
which fire darts a foot in length. 

Ranges are rated according to the 
length of the blow-pipe. 

The dart in itself rarely does much 
damage, but is usually drugged or poi- 
soned. 


Bows and Crossbows . 

A single Skill Rating — Bow — is ap- 
plied to any bow or crossbow the charac- 
ter uses. Crossbows are easier to use than 
bows, so when firing a crossbow the char- 
acters Skill Rating is increased by +5%. 

There are several types of bow and 
crossbow, each is given a Bow-rating. 

The Bow-rating is added to the Dam- 
age Rating of the arrow or crossbow bolt 
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being used to determine the actual dam- 
age done. 


Types of Bow: 

Short, a small, light bow. Includes 
such weapons as (most) American In- 
dians’ bows and the (often collapsible) 
bows favoured by Ninjas. 

Long, a heavier, large bow, such as 
the English long bow. 

Composite bows, bows made through 
combining other materials, such as horn, 
with wood. The term also applies to most 
modern bows, made of steel, plastics or 
other materials. 

Composite bows can be either Long or 
Short. They are more powerful than a 
standard Long or Short bow, but can be 
far heavier. 

Geared, a bow which uses gears to 
ease the pull of the bow-string and in- 
crease the bow’s power. Effective design 
usually means that these bows are the 
same size as Short bows, but are far more 
powerful. 


Types of Crossbow: 

Pistol, a small crossbow, easily held in 
one hand. From the small fowling cross- 
bow of ancient times, to the modern 
“pistol-grip” crossbows. 

Light, a larger, more powerful cross- 
bow, which requires two hands to be used. 

Heavy, similar in size to the Light 

crossbow, but with a heavier “pull” to it. 
Certain examples of this type of crossbow 
are very difficult and time consuming to 
reload, taking two Acts to ready for fir- 
ing. 
Geared, similar to the geared bow. It 
is also possible to design a geared cross- 
bow which is self-loading from a maga- 
zine of crossbow bolts. 


Catapults 

These are the hand held variety, not 
the mediaeval siege-engines. 

A modern steel and latex Catapult can 
do a hefty amount of damage. Home- 
made ones, of wood and elastic, are cer- 
tainly less effective; but loaded with the 
right projectile can still cause consider- 
able damage. 

Each Catapult will have a Power Ra- 
ting which is added to or subtracted from 
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the Damage Rating of the projectile 
being used. 

Range is dependent on the Power Ra- 
ting. 

A catapult can fire anything from a 
Solid shot (stone, ball bearing, or clay 
ball), to a poisoned spike-ball, smoke or 
gas pellet. 

(Special and unusual types of ammu- 
nition/projectiles are considered in the 
GM’s section and in the Bestiary.) 


Sling 

A leather thong, or length of cord, 
with a cup to hold a projectile. It can fire 
anything that a Catapult can. 

Damage depends on the projectile. 

Staff sling. A length of wood, with 
either a carved hollow or leather cup at 
one end to hold the projectile. As with the 
Atlatl the staff adds power and range. 


Device Driven 
Projectile Weapons 
-Applicable Sub-skills 


Damage Bonus (see page 48.) 

The attacker must be familiar with 
both the weapon and the projectiles being 
used. 

This would mean that an archer would 
have to have practised with the arrows he 
is using. Someone using a sling would be 
able to apply a Damage Bonus when using 
ball bearings, of a weight they are fami- 
liar with, but not when firing a pebble 
snatched up from the ground. 


Disarm (see page 48.) 

It would be unusual for a character to 
“train up” their chance of disarming with 
a projectile weapon. 


Quick Draw (see page 49.) 

A character with the sub-skili Quick 
Draw will be able to reload and discharge 
most device driven projectile weapons in 
a single Act, if they make the required 
DEX roll. 

An exception would be a heavy or 
geared crossbow, which has to _ be 
manually cranked to reload, taking a set 
time. 


1 DEVICE DRIVEN 
: PROJECTILE 
WEAPONS 


COMBAT 


Device Driven 
Projectile Weapons 
-Damage Ratings 


Atlatl 
+5 to Damage... .__ 
Blow-Pipe es 
Damage: 0 or 1; depending on the size 
of the dart. 
Bows - Bow-ratings 
Short: +0 
Long: +] 
Comp. Short: +] 
Comp. Long: +2 
Geared: +3 
Crossbows - Bow-ratings 
Pistol: 
Light: +1 
Heavy: +2 
Geared: +3 
Arrows & Crossbow Bolts 
Hunting: 2D10 
Barbed: 3D10 


Example, a Composite Long bow fir- 
ing a Barbed arrow does 3D10+2 damage. 


Catapult 
Power rating: +5 to +2 
Solid: 1D10 
Other: 1D10-5 


Example, a home-made “boy’s” cata- 
pult would have a Power Rating of -5 and 
probably be only able to fire light shot, 
rated as Other. 

It would, therefore, do 1D10-10 dam- 
age; in effect, only able to sting painfully 
if it hits. 

The steel and latex catapults used by 
warehouse men to pick off rats would 
have a Power Rating of 0 and would fire 
Solid shot. Damage would be 1D10. 


Sling & Staff Sling 
Solid: 2D10 
Other: 1D10 


PROJECTILE 
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Device Driven 
Projectile Weapons 
-Ranges 


Eff: Effective range. 
Max: Maximum range. 


Atlatl | 
Eff and Max ranges are increased by 
one half. 


Blowpipe 

Small (c.1’): Eff: 20’ Max: 30” 
Medium (c.2’): Eff: 30’ Max: 60’ 
Long (c.4’): Eff: 40’ Max: 80” 
Bows 

Short: Eff: 80’ Max: 130° 
Long: Eff: 100’ Max: 250’ 


Comp. Short: Eff: 100’ Max: 250° 
Comp. Long: Eff: 120’ Max: 300’ 


Geared: Eff: 120’ Max: 300” 
Crossbows 

Pistol: Eff: 40’ Max: 70’ 
Light: Eff: 100’ Max: 250’ 
Heavy: Eff: 120’ Max: 300° 
Geared: Eff: 120’ Max: 300’ 
Catapult 

Power Rating 

-5 to -3: Eff: 25’ Max: 40’ 
-2 to -1: Eff: 30° Max: 60° 

0 to +2: Eff: 50’ Max: 80’ 
Sling 


Eff: 60’ Max: 100” 


Staff sling 
Eff: 80° Max: 130° 
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Advanced Projectile Weapons 


These will be the weapons most often 
encountered by the PCs. All, from the 
wheel-lock musket to the laser, can be ex- 
tremely deadly. 


Even more so than hand held weapons 
the variety of these weapons is extraordi- 
nary. 


Instead of describing and rating each 
weapon they are grouped into Damage 
Ratings. These can be used to describe 
any advanced projectile weapon, either 
adapted from modern or historical fire- 
arms, or special weapons created by the 
GM or players. 


As with hand held weapons Advanced 
Projectile Weapons are divided into a 
number of groups. 

All characters have a Starting Per- 
centage for using pistols, rifles, shotguns, 
lasers and other advanced projectile wea- 
pons. Each can be increased as per normal 
and can be applied to any weapon within 
the same group. 


So a character with Handgun: 55% can 
use any pistol or revolver at that percent- 
age. 


Certain exceptions can apply, as ruled 
by the GM. 

Firstly the weapon used must be simi- 
lar to one with which they have had some 
experience. 

If a character is using a unfamiliar 
gun, or one of a heavier calibre than they 
are used to, the GM might apply a modif- 
ier of -10% to the weapon skill for the 
first several shots. After which the char- 
acter can be judged to be comfortable 
with the handling characteristics of that 
weapon. 


Firing the weapon is not the only pro- 
blem a character is going to have. 

When reloading or adjusting an unfa- 
miliar weapon the GM might require an 
INT roll for the character to figure out 
how to work the weapon. 
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Starting Percentages 


Handgun 20% 
Machinegun 20% 
Rifle 25% 
Shotgun 25% 


Weapons without recoil, such as lasers 
and the famous vibro-beamer are used at 
the equivalent weapon type, either Hand- 
gun or Rifle, with a +5% bonus. 

So a character with Handgun 63% has 
an effective skill rating with a pistol 
sized laser of 68%. 

Description of most of the weapons 
used in the “Adventures of Luther Ark- 
wright” are given in the Bestiary. 


Advanced Projectile Weapons 
-Applicable Sub-skills 


Damage (see pg. 48.) 

The character must be extremely 
practised with the particular weapon 
being used. An unfamiliar weapon, even 
of the same model, would not qualify for 
a Damage Bonus until the user has prac- 
tised with it. 

Optional rule: The character must 
have over 50% in the skill to which the 
Damage Bonus applies in order to qualify 
for it. This means only “highly skilled” to 
“elite” practitioners will qualify. 


Double Tapping 
SC: 10 

Training in effective burst fire. This is 
a military technique that makes the user 
far more effective at burst and full auto- 
matic fire. 

A character trained in Double Tap- 
ping ignores the negative attack modifier 
for firing a burst, or using a weapon on 
full automatic. 

Again the character must have had 
some practise in using the particular wea- 

on. 

NOTE: This sub-skill should only be 
available to characters who have the re- 
quired military background, or extensive 
experience with automatic weapons. 


Quick Draw (see page 49.) 

The sub-skill can be applied to all pro- 
jectile weapons expect those with a speci- 
fied loading, or cocking time, such as 
crossbows and certain firearms. 

Although if a weapon has been loaded 
and is, for example, hung on the charac- 
ter’s belt ready to be fired, it can be 
quick drawn and discharged. 


Advanced Projectile Weapons 
-Damage Ratings 


Each rating details how much damage 
a single shot or discharge from the wea- 
pon does. 


Each Damage Rating is given a num- 
erical value, enclosed in square parenth- 
esis, [ ]. To save space in abbreviated wea- 
pon descriptions this is used rather than 
giving the actual value in dice rolled. 


Certain weapons, such as the vibro- 
beamer, will do damage that is not repre- 
sented by any of the standard Damage Ra- 
tings. In these cases the Damage Rating is 
given in the usual xD10+y format. 


Pistol, Rifle & Mchinegun Ratings 
[1] 


1D10 
[2] 2D10 
[3] 3D10 
[4] 4D10 
[S}" 5D10 
[6] 5D10+10 
[7] 6D10+10 
[8] 7D10+10 
[9] 7D10+20 
[10] 8D10+20 


*: Usual maximum pistol calibre. 


Shotgun 
Pellet: [1] to [3] 
Solid: [2] to [8] 
Laser: [1] to [8]. 
Vibro-beamer — Model 2 
Tight beam: 5D10+20 
5S’ spread: 5D10 
10’ spread: 2D10 
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Advanced Projectile Weapons 
-Weapon Description Format 


Each advanced projectile weapon is 
described using the following format. 


Name: The weapon’s name. 

Damage: The damage rating per shot. 
Range: The effective range of the weapon 
and the maximum range. 

Penetration: Notes the effectiveness of 
the weapon against armour. 

Burst: Notes if the weapon can be used to 
fire a burst of two or more shots in a sin- 
gle Act and states the maximum number 
that can be fired. 

Automatic: If the weapon has been de- 
signed to fire on full automatic or burst 
fire the applicable Burst/Auto Fire mod- 
ifier is given here. 

Magazine: How many shots the weapon 
can hold. Whether as actual bullets or as 
the charge in an energy pack. 

Notes: Further description of the wea- 
pon. Details of any specific characteris- 
tics, such as taking longer than one Act to 
reload or a lower than usual chance of 
jamming when used on full automatic 
fire. 


Name 

Most of these weapons tend to be 
named after their inventor, the company 
that makes them, or after someone who 
made the weapon famous by using it. 

The name often includes the calibre 
of the projectile used by it. 


Damage (DAM) 

This is dependent on a number of fac- 
tors, including the calibre and design of 
the projectile, muzzle velocity, or the 
power of the energy source in the case of 
energy weapons. 

The design and quality of the weapon 
can also have an effect. 

Certain weapons are renown for hav- 
ing great stopping power, or the character 
might be using dum-dum bullets, or ex- 
plosive tipped projectiles. In which case 
the basic damage rating for the weapon 
will be altered. 
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Range (RNG) 

Dependent on the power of the projec- 
tile and the design of the gun. As with 
other projectile weapons the effectiveness 
diminishes with range. 


Penetration (PEN) 

Certain weapons or ammunitions are 
specifically designed to be “armour pier- 
cing.” If this is the case the weapon, or a 
type of ammunition which can be used in 
it, will have a Penetration Rating. 

This figure is how many points of 
armour the weapon will penetrate in addi- 
tion to its normal damage. The Penetra- 
tion reduces the effectiveness of the arm- 
our. If the target is not armoured the pe- 
netration rating can be ignored. 

(See page 64 for Armour.) 


For example, Rose is wearing body 
armour with an Armour Rating of 20 (10) 
[3: Bullets]. 

She is hit by a .458 Rifle, which has a 
penetration of 20, due to the type of am- 
munition used. The attack does a total of 
32 points of damage. 

Normally, only 12 points would actu- 
ally get through Rose’s armour to injure 
her, but as the .458 Rifle has a penetration 
of 20 the effectiveness of her armour is 
reduced by 10, so Rose takes 22 points of 
damage. 
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e Active Dodges and Penetration 

If a character attempts an Active 
Dodge which fails, the Penetration of the 
weapon is ignored when calculating how 
much damage is taken. 

In effect this allows for attacks to 
“glance off” armour. 


Burst 

Any weapon which is self-cocking, or 
can be quickly primed to fire, can be used 
to fire a burst. The user pulls the trigger 
as many times as they can in an Act. 

Each weapon has a rating of how 
many shots can be squeezed off in 1 Act. 


For every shot fired in a burst sub- 
tract 10% from the attack roll. Thus if 3 
shots are fired the attack roll is reduced 
by 30%. 


If the attack hits a second D% roll is 
required to see how many shots hit in the 
burst, dictated by the results area. 


Burst Result Roll 


A: Maximum. 
B: Maximum. 
¢ Maximum minus 1. 
D: Maximum minus 2. 
E: Maximum minus 3. 
FAIL: Maximum minus 4. 


Most modern (contemporary) auto- 
matic weapons fire 3 rounds in a burst. So 
it is possible to hit someone with an auto- 
matic weapon and do them no damage. 

This reflects the instability of most 
weapons fired on automatic or with rapid 
fire, and also gives the PCs (and NPCs) a 
slightly better chance of surviving such 
an attack. 

Of course, a successful attack from a 
very rapid fire weapon, such as a machi- 
negun with a Burst rate of 8 rounds per 
Act is likely to be fatal, whatever the 
Burst Result Roll. 


Automatic (AUTO) 

Assault rifles, submachine guns and 
certain lasers are designed to be fired on 
full automatic. As long as the trigger is 
held they will fire. This is sometimes de- 
scribed as panic firing. 
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As they are designed to be fired on 
either a burst or full automatic setting 
automatic the modifier to hit will gener- 
ally be -10% or -20%, depending on the 
weapon, rather than -10% per round fired. 


Magazine (MAG) 

How many shots the weapon will hold 
and fire before it needs reloading or re- 
charging. Certain weapons have a selec- 
tion of magazines from which they can 
choose. 


Projectile Weapons 
-Related Topics 


Hitting Adjacent Targets 

Any weapon that can be Burst fired, 
or fired on Automatic can hit a number of 
targets which are grouped together. Usu- 
ally restricted to those within ten feet of 
each other. 

The number of shots which hit are di- 
vided amongst the targets. Beginning 
with the prime target (PC or GM’s 
choice), then to each adjacent target in 
turn and back to, and past, the Prime Tar- 
get as required. 


Alternatively the GM can determine 
randomly which shots hit who out of a 
burst. 


Jamming and Misfires (optional rule) 

All mechanical weapons, from the 
sling to the submachine gun, can go 
wrong. 
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If the attack roll is a “99” or “OO,” 
then the GM can decide to apply a jam or 
other mishap. 


Whilst this can result in weapons 
blowing up on people with fatal conse- 
quences in our own role-playing we prefer 
the more survivable, if not down right 
embarrassing options. 

These can usually be made up by the 
GM. Depending on the weapon being 
used the options include: 


e For bow or crossbow, bowstring 
breaks. 

e The projectile misfires off in a totally 
unexpected direction. No one will be hit 
by it, although considerable property 
damage can often result. 

e The projectile lands an embarrass- 
ingly short distance away. 

e Weapon falls apart or breaks. A fa- 
vourite for certain Chinese made sub- 
machine guns. 

e Magazine drops out. 

e Character drops the weapon. This can 
happen quite easily when firing a bow, or 
an modern weapon with a high recoil. 

e Weapon jams. Requires one Act and a 
DEX roll, or roll under the Weapon Skill, 
which ever is higher, to clear the block- 
age. 


Being Hit 


When an attack succeeds the target 
will take damage, subtracted from their 
Hit Points. 


How much damage they take is deter- 
mined by rolling the appropriate number 
of Dl0s and modifying the result by the 
Damage Multiplier on the Skill Resolu- 
tion Table. 


The damage can also be affected by 
how many projectiles from a burst have 
hit the target. 

There are two way to resolve this. 

The first is to roll damage for a single 
projectile and then multiply the result by 
the number of projectiles which hit to get 
the final damage done. 
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The second is to roll damage for each 
bullet of the burst which hit. 


The second method is more time con- 
suming, but can result in damage avera- 
ging out and PCs surviving an attack 
which might otherwise kill them. 

NPCs need not be regarded with such 
consideration. 


For example, a character with an 
END of 62 has, when in perfect health, a 
maximum of 62 Hit Points. 

He has already been injured, his HPs 
currently stand at 55, when he is attacked 
by a full automatic burst of 5 bullets from 
a .45 submachine gun. 


e The final Machinegun attack percent- 
age is 57%. 

e The ATT roll was a “08,” Result Area 
B, giving a Damage Multiplier of x2. 

e The Damage Rating for the .45 sub- 
machine gun is [5] — 5D10. 

e The D% roll to determine how many 
bullets hit is a “32,” an E, see page 60. As 
a result, of the 5 bullets fired 3 miss. Only 
2 bullets actually hit the character. 


e Damage is calculated by rolling S5D10 
— 14+64+2+1+8=18. - 

e Multiplied by the Damage Multiplier 
— 18x2=36. 

e Multiplied by the number of bullets 
which hit — 36 x 2=72. 
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e The hapless character’s HPs are re- 
duced to minus 17; dead unless he gets 
prompt medical attention. 


Most characters will use an Active 
Dodge, if they can, when faced by such a 
lethal weapon. 

Assuming this to be the case, and that 
the Active Dodge failed, the final damage 
would be 72 + 2 = 36. Leaving the charac- 
ter on 19 HPs. 

Injured but still alive. However, as 36 
is over half the character’s END, a check 
will have to be made to see if the injury 
does further Critical Damage to him. 


Critical Damage 


Damage taken in a single attack 
which is over one half of the character’s 
Hit Points is termed critical damage. 

When this happens it has to be deter- 
mined if the injury has had any special 
effect over and above the mere loss of Hit 
Points. 


To avoid taking Critical Damage the 
character must roll under their current 
END ona D%. 


If this roll is failed then the location 
of the injury will have to be determined. 


Hit Locations 


To determine where the blow has 
landed roll a 1D10 and consult the follow- 
ing table. 


Hit Location 


Right leg 

Left leg 

Lower torso (abdomen) 
Upper torso (chest) 
Right arm 

Left arm 

Head 
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Should the attack be launched from a 
low angle, such as off the floor, the GM 
should consider reversing the table, thus: 


Hit Location 


Head 

Left arm 

Right arm 

Upper torso (chest) 
Lower torso (abdomen) 
Left leg 

Right leg 


1 
—y 
PD 


1: 
yd. 
3 
4: 
5 
7 
9 


Critical Damage 
-Location Effects 


The following are applicable when at- 
tacks do critical damage and the END roll 
has been failed. 

They are also applied for successful 
attacks made using certain sub-skills and 
for Aimed Attacks which do critical dam- 
age. 


Hit Locations — Illustrated 


8-9 


HIT 
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Head 

END roll failed by: 

01-30: Target is stunned; they lose the 
next 1D10 Acts. 

31+: Target is knocked unconscious. 

(See Serious Injury level, page 71 for 
details on recovering from unconscious- 
ness.) 


e If a sub-skill, or aimed attack, is used 
which results in the application of this 
effect without the usual END roll being 
made, the target makes an END roll to see 
which of the two possible effects are ap- 
plied. 

If they succeed, they are stunned. 

If they fail, they are knocked uncon- 
scious. 


Arm 

The target loses the use of the arm 
which is hit. 

The target must also make a DEX roll 
or drop what they are holding in that 
hand. 


Leg 

The target loses the use of the leg 
which is hit. 

The target must also make a DEX roll, 
or fall over. 

Movement is greatly restricted. 

The fastest they can manage is a 
“trot,” with a DEX roll being made each 
Act of movement to see if they fall. 

At a limping “walk” no DEX roll is 
required. 


A limb (arm or leg) will either regain 
its usefulness once an A to C Medical 
skill use has been performed, or after the 
character has regained the same amount 
of hit points as were done to the limb in 
the attack which rendered it useless. 

(Have the player of the injured PC 
keep a note of this.) 


Additional effects, depending on the 
combat circumstances, are up to the GM. 

This can include graphic descriptions 
of the wounds, if the GM is so inclined. 
However, most PCs will appreciate the 
reassurance that, although the skill says 
Bone-breaking all they appear to have 
suffered is a severe strain. 
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Aimed Attacks 
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It is easy to see that the redoubtable 
Mr. Arkwright has a preference for the 
head-shot. 


When a normal attack succeeds it can 
have a number of additional effects, de- 
pending on where it lands and if the dam- 
age is critical. 

Most attacks will serve only to injure 
(ie. reduce the Hit Points) of the person 
they hit. Which is, after all, what the at- 
tacker wants. 


It will, however, often be the case that 
the PCs (and NPCs) will want to be as 
ruthlessly effective in bringing down 
their opponent as is possible. 

One of the easiest ways to do this is to 
aim for a vulnerable location. 

If an attack is deliberately targeted at 
a particular location the following modif- 
iers should be applied to the combat skill 
being used. 


AIMED 
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Aimed Attack Modifiers 
Head: -20% 
All other locations: -10% 


The Critical Damage location effects 
are applied automatically if the attack 
does Critical Damage. The target DOES 
NOT get an END roll to avoid them. 


Thus, whilst an Aimed Attack has less 
chance of hitting, if it does hit, and do 
enough damage, the effects can be de- 
vastating. 


Note on Sub-Skills 

Aimed Attacks will reduce the chance 
of most sub-skills succeeding. The two 
exceptions, Lock and Throw, are noted on 
page 46. 


Armour 


If a character is wearing some sort of 
body armour then a Hit Location roll has 
to be made in order to see, when they are 
hit, if the location is armoured. 

If they are using a shield (or an object 
as an improvised shield) the character 
will automatically be protected in one hit 
location, the arm on which the shield is 
being worn. The shield can also be used to 
protect up to two other locations, depend- 
ing on it’s size; see page 67. 
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Most armour simply acts to negate or 
absorb a certain amount of the damage 
done. This is typical of most ancient arm- 
ours, such as ring mail, chain mail and 
primitive plate armour. 

Other types of armour have been de- 
signed to be effective against certain wea- 
pons. Such as ballistic cloth jackets, 
which provide additional protection 
against the penetrative effects of bullets. 


Armour Rating 


In LARP all armours have an Armour 
Rating, which is the amount subtracted 
from any damage which hits a location 
covered by the armour. 


Some types of armour will be noted as 
having additional effects, such as redu- 
cing the Penetration of modern projectile 
weapons (modern body armour), or the 
Penetration of energy weapons, such as 
lasers, due to their reflective or ablative 
nature. 

Others, the Rooks’ armour is an exam- 
ple, provide total protection against en- 
tire groups of weapons, and are very dif- 
ficult to breach. 


Armour Rating - Format 


Name: XX (YY) [Z] 

Name: name and description of the arm- 
our. 

XX: how many points of damage the arm- 
our will absorb. 

(YY): how many points of the penetration 
rating of modern projectile weapons the 
armour negates. 

This is applied to the penetration only, 
any surplus is NOT carried over to pro- 
tecting against the actual HPs of damage 
done. 

[Z}: the Total Protection rating of the 
armour, a value of 0 to 9, see below. 


Followed by any relevant notes on the 
armour. 


Total Protection 


Some armours are so effective that 
they can provide total protection against 
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an attack no matter how much damage is 
done, or how great the “penetrative” cap- 
ability of the weapon is. 

The Total Protection rating simulates 
this. 


Simply roll 1D10, and if the result is 
equal to or less than the Total Protection 
rating, the attack does no damage at all. 


Some armours will have a Total Pro- 
tection value which is effective against 
certain types of attack, but do not offer 
Total Protection against others. 

This will be noted in the Armour Ra- 
ting 


For example, Ballistic Cloth Armour, 
Light: 15 (5) [2: Bullets] 

For simple ballistic armour. Any suc- 
cessful attack by a bullet has a 2 in 10 
chance of being stopped totally by the 
armour. 


Armour Lists 


See page 78 for a table detailing var- 
ious types of armour, from ancient to 
contemporary and beyond. 


Armour examples 
Illustrating three different types of 
armour. 


= A character wearing a heavy “biker’s” 
leather jacket is attacked with a knife. 

The jacket is treated as armour, cover- 
ing the character’s arms, upper and lower 
torso. The Armour Rating is: 

Leather jacket - arms & whole torso 
5 (0) [0]. 

The knife is a small switchblade, 
doing 1D10 damage. 

The character is hit on the left arm, 
with a Damage Multiplier of x1. The roll 
for damage results in an 8, of this 5 points 
are stopped by the jacket, with the char- 
acter taking 3 HPs damage. 


= A character wearing a suit of advanced 
ballistic cloth armour is shot by a .38 re- 
volver. 
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The armour has thickly padded areas 
across the torso and shoulders, with light- 
er “plates” of padding on the legs and 
arms, which leave the joints free. 

It is, however, taken that the armour 
provides protection to all locations expect 
the head. 

One curiosity of such armours is that 
the back is sometimes left unarmoured. 
This saves on weight and allows greater 
mobility, but is a disadvantage if the 
wearer gets outflanked. 

The Armour Rating is: 

Advanced Ballistic Cloth 

Upper & Lower Torso - 15 (10) [4: Bullets] 
Other locations - 10 (5) [4: Bullets] 

Notes: Back of Upper and Lower Torso, 5 
(0) [0]. 

The .38 revolver in question does 3D10 
damage and has a penetration of 5. 

The character is hit by a burst of 2 
shots; one bullet hits the character’s leg, 
the other their lower torso. The attack 
hits the “front” of the character. The 
Damage Multiplier for the attack is x2. 

Leg: The Total Protection rating is 
tested first, a 6 is rolled on a 1D10; the To- 
tal Protection has failed. 

The damage rolled is 15x2=30. The 
armour negates the bullet’s penetration 
rating of 5, the damage is reduced to 20 
HPs of damage. 

Lower Torso: Total Protection, a 3 is 
rolled on a 1D10; the damage is totally ab- 
sorbed by the armour. 


= A character dressed in a suit of highly 
advanced semi-rigid body armour is at- 
tacked by two lasers and a .45 automatic 
handgun. 

The armour has a specially coated sur- 
face, designed to reflect laser and other 
energy weapon attacks. In addition it pro- 
vides a high level of all round protection. 

The Armour Rating is: 

“Braun” Combat Suit 
40 (10) [8: Lasers, 5: Other] 

The lasers do 5D10 damage and have 
no penetration rating. The .45 automatic 
does 4D10 damage and has a penetration 
rating of 15; due to the type of ammuni- 
tion being used. 

First laser: The Total Protection roll is 
a 7; the attack is reflected. 
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Second laser: The Total Protection 
roll is a 9; the laser is not reflected. 

However, he Damage Multiplier is x:. 
So even is maximum damage of 50+2=25 
is done the attack will not penetrate the 
armour. 

45 automatic: The Total Protection 
roll is a 6; the bullet does not simply 
bounce off the armour. 

The Damage Multiplier is x2. Damage 
of 22x2=44 is rolled. The penetration of 
the bullet is reduced to 5 (15-10=5), so the 
amount of damage absorbed by the arm- 
our is reduced to 35, with the final result 
that the character takes 9 HPs of damage. 


Notes to Armour & Armour 
Design 


The basic building block of the arm- 
our rating is 5; the average roll on a 1D10. 

When designing and adapting armour 
bear in mind the attacks it is supposed to 
defend against. The armour point value 
should come fairly close to the average 
weapon damage, or slightly higher. 


The implication is obvious: it takes a 
good attack (giving a Damage Multiplier 
of at least x2) to breach the best sorts of 
armour. 


It is, of course, possible to have any 
point rating for an armour. 

This can be applied to armour which 
is either very light, or armour which is 
getting past it’s best. 


For example, a light leather jacket 
could be assigned an armour rating of: 
Light Leather - arms & whole torso 
3 (0) [0]. 

Whereas a suit of “Braun” Combat 
Armour which has seen better days could 
be described as: 

“Braun” Combat Armour - worn 

35 (5) [3: Lasers, 4: Other] 

Note: most of the laser reflective costing 
has worn away and the armour is in a gen- 
eral sate of poor repair. 


When designing or adapting “actual” 
armours use the closest listed armour as a 
starting point. 
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Do not get too involved in trying to 
give an exacting list of Total Protection 
values, or several different penetration 
protection values. 

If in doubt err on the side of protec- 
tion, except where the armour is getting 
to the point where it will protect against 
90% of all known attack forms. 


Shields 


A shield is usually held in the charac- 
ter’s “off-hand” and is used to parry at- 
tacks by hand-held and hand-hurled wea- 
pons. 

Shields have an Armour Rating, which 
protects (for simplicity’s sake) the whole 
of the arm on which they are strapped, or 
held. 


Shields can be moved to cover a num- 
ber of additional Hit Locations. 

What locations and how many can be 
protected depends on the size of the 
shield and the physical circumstances. 


Shields are grouped into the following 
SiZes: 
Small: a small hand-held targe, about one 
and a half feet in maximum diameter. 

Protects the wielding arm and one 
other location. 
Medium: includes Target and Heater 
shields, together with the Viking round 
shield. 

Protects the wielding arm and up to 
two other locations. 
Large: Includes the Greek Hoplite shield 
(which may be either oblong or rectangu- 
lar) and the Norman kite-shaped shield. 

Protects the wielding arm and up to 
two locations, with the additional provi- 
sion for a character to “crouch” behind it, 
protecting all locations; except their head, 
if they want to look out. 

They may also be used, in a formation, 
to make shield walls. 
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Protected locations 


These must be adjacent or linked. 

A character cannot possibly protect 
both his head and his feet with a single 
Medium shield. 

The GM should be guided by common 
sense, as should the players, when deci- 
ding what can be protected. 


The player should note what locations 
are protected at the start of each Act. 

This will only be important when the 
character is hit by a thrown or projectile 
weapon they cannot react to, which may 
— if the PC is lucky — hit a location their 
shield just happens to be covering. 


Shield Skill 


Shield, any — SP: 30% 


This is the character’s chance of Par- 
rying an attack with the shield. 

Shields can be used to Attack, in 
which case the character’s skill rating 
with a Club is used. 
Damage rating: 1D10+1 

Some shields, usually Small ones, are 
mounted with spikes at their centre. 

If the shield is used to attack there is 
a chance that this spike might hit. 

For the spike to hit the Attack Roll 
must fall into Result Area A to C. 

In this case the damage rating is: 
Shield spike, as Dagger: 1D10+2 
Shields 

-Applicable Sub-skills 


As per Hand Held Weapon Sub-skills 
on pages 48 and 49. 

Most characters would be advised to 
choose the Parry Bonus. 


The Viking round shield is designed 
to have a thin edge, which can trap sword 
blades, the shield can then be twisted in 
an attempt to sword-break or disarm. 

Wicker shields can be pierced by a 


sword, at which point the shield can be 
twisted in a disarming attempt. 


Armour Ratings 


See page 78 for details of shields from 
ancient to modern. 


Other Armour & Shields 


The Armour Rating of the Shield is 
the first to meet an attack. 

If any damage gets through the shield 
then the Armour Rating of any armour 
worn on the location hit is then applied. 

There are the following adjustments: 

e No Penetration, in the case of modern 
projectile weapons, can be applied; this is 
assumed to have been lost overcoming the 
protection of the shield. 

e Any Damage Multiplier is shifted one 
column to the right: which can result in 
an E Result Area becoming a miss. 


Improvised Shields 


There will, however, be occasions 
when a character snatches up something 
to protect themselves with. These can 
range from dustbin lids to furniture. 

Most objects can actually be treated as 
an improvised Club, rather than a Shield. 


The GM will have to assign the object 
an Armour Rating and rule on how many 
Hit Locations it can cover. 


For example 


= A bar stool made of solid wood. This is 
practically identical to a small shield, 
although a little more cumbersome. 
Armour rating: 10 (0) [0] Protect: Arm 
plus one other location. 


= A cloak wrapped around one arm. A use- 
ful move when fighting with a sword. The 
GM rules that it is not actually a Shield, 
although the layers of cloth will give the 
following Armour rating to the arm itself: 
Clock as armour: 10 (5) [0]. 

And the character can, of course, use 
their Fist skill rating to Parry with the 
arm. 
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Cover and Concealment 


When faced with a Uzi 9mm a PC’s 
best option is usually to consider the 
availability of cover, rather than char- 
ging their attacker. 


Sheltering in cover or concealment 
makes the target harder to hit when at- 
tacked by projectile weapons. It also has 
the effect of restricting the available 
field of fire of the character in cover. 

Consider, for example, the restrictive 
arcs of fire offered by the firing slits of 
bunkers, or firing into a room when 
partly concealed by the doorway. 


A character can decide how far to 
place himself in cover or concealment. 

Effectively this means that the char- 
acter decides how great the Cover Modif- 
ier will be. 

The chosen Cover Modifier applies 
for the whole Combat Round, unless the 
character spends an Act to adjust their 
position in cover (or simply moves out of 
cover altogether.) 


For game purposes there is no differ- 
ence between cover (a hard barrier, such 
as a wall or a car) and concealment (a soft 
barrier, such as foliage, or deep shadow). 


Cover Modifier 


The Cover Modifier ranges from -10% 
to -50%, in steps of ten percent. 


It is subtracted from the Attack rolls 
made against the character in cover AND 
from the Attack rolls made by the charac- 
ter in cover. 


In certain situations the GM will limit 
the Cover Modifier, to reflect the scarcity 
of actual cover. 

A featureless, empty white room 
would afford no cover or concealment 
whatsoever. 


The GM will also decide if the Cover 
Modifier is applicable to all Attacks. 

Obviously a character taking cover 
behind a wall will not be in cover if an at- 
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tacker moves into a position where they 
can see round the wall. 


Using the Hide Skill 


If a character Hides successfully they 
can still be spotted if an Observation roll 
(less the Conflicting Skill Modifier, is 
made). 

In this case the character is automatic- 
ally assumed to be in -50% cover. 


Fortifications or Selected Cover 


These are specially designed or care- 
fully selected places of cover. For exam- 
ple, a castle battlement or an ambush site 
chosen in advance. 


The only difference to the normal 
Cover Modifier is that an additional -10% 
to -30% is subtracted from the Attack 
rolls made against the character in cover, 
but not from the Attack rolls made out of 
the cover. 


The GM rates the additional value of 
the Fortification, examples include; 


Shallow trenches, low walls: -10%. 
Slit trenches, castle battlements: -20%. 
The firing slit of a bunker 

or armoured car: -30%. 


Of course, a character can choose to 
be in total cover, if the circumstances al- 
low it, in which case they cannot be hit, 
nor can they make any attacks. 
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Restricted Vision 


Rain, mist, snow, smoke and, of 
course, darkness all serve as blanket cov- 
er. 

The modifier for the prevailing 
weather or light conditions is applied to 
everyone involved in the combat. Unless 
they can circumvent it, by using techno- 
logy (IR or UV scopes or sights) or 
through the use of certain psionics. 


The modifiers are as follows: 


Light rain, mist or smoke: -10%. 
Rain, mist, smoke or twilight: -20%. 
Heavy rain, fog, smoke 
or a moonlit night: -30%. 
Torrential rain, thick fog, thick smoke 
or an overcast night: -40%. 
Pitch blackness: -50%. 


These are applied in addition to the 
Cover Modifier chosen by the character. 


For example, 


A PC, Jason, is walking down a street 
when he is fired on by a Disruptor agent. 
It is night, but the street is lit. 

Jason takes cover, combining a suc- 
cessful Active Dodge with movement of 
under ten feet, behind a car and Quick 
Draws his .45 automatic. 

Jason has a skill is Handgun: 67% 
[Double Tapping, Quick Draw] and 4 Acts 
per CR. 
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The Disruptor agent, Bron, has Hand- 
gun: 73% [DT, QD] and 4 Acts per CR: so 
they are fairly evenly matched. 


Jason crouches far behind the car, 
Cover Modifier -50%. 

So far both have used 1 Act each; Bron 
on his Quick Draw and first shot, Jason on 
his dive into cover and drawing his gun. 


The Initiative Roll gave Bron a result 
of 6 free Acts; ie. he could use all his 4 
Acts if he wanted to. 

The GM decides he will fire twice, 
single shot each time, at Jason, and spend 
his final Act taking cover behind a car on 
the other side of the street. 

Because Jason is in cover Bron’s 
chance of hitting is adjusted to 23%, the 
two D% Attack rolls are “34” and “89,” 
both shots miss. 

Bron then takes cover, 1 Act, selected a 
-50% Cover Modifier. 


Jason, peering out of his own cover 
knows that he will suffer a total of -100% 
to his Attack roll (-50% for his own cover 
and -50% for Bron’s cover.) 

He decides to move completely out of 
his cover, taking 1 Act, and fire the next 
Act. His Attack roll is adjusted to 17%; he 
rolls a “74” and misses. 


On his last Act Jason decides to try 
something fancy, his player asks the GM 
if shooting out a street lamp on Jason’s 
side of the street would plunge it into 
shadow, but still leave Bron’s side of the 
street illuminated. 

The GM says yes, it would. 

Jason fires at the street lamp nearest 
to him. The target is unable to move, mod- 
ifier of +50%, but is smaller than a hu- 
man, so the GM applies an Aimed Attack 
modifier of -20%. 

Jason’s total Attack roll is 97% (67 + 
50 - 20.) He rolls a “63.” The light is 
blown out, plunging the part of the street 
where Jason is into deep shadow; the GM 
rules this to be equivalent to -40% cover. 


However, because Bron’s side of the 
street is still lit Jason will not suffer any 
reduction to his Attack roll when firing at 
that area. 


The gunplay continues... 
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Injury and Recovery 


As stated previously a character has 
as many Hit Points (HPs) as their END 
attribute. All things, animals and objects 
included, have HPs. 


When a character is injured they sub- 
tract a number of hit points of damage, 
from their HP total. 

As the total decreases they begin to 
feel their injuries more: skill ratings are 
modified and recovery from their injuries 
becomes slower. 

When it reaches zero, or below, the 
character is dead. 

Depending on how far below zero a 
character’s HPs are reduced they might 
be saved by prompt attention. 


Recovery Rate (RR) 


END also determines the basic rate at 
which a character recovers from injury. 
Other things which effect recovery are 
medical treatment (use of Medical skill) 
and certain psionic abilities. 

A character will recover HPs up to 
their maximum HP total; the same 
amount as their permanent END attri- 
bute. 


The basic Recovery Rate (RR) is cal- 
culated as follows: 


Recovery Rate: END divided by 20, any 
fractions are dropped. 


Certain injuries, diseases or psionics 
can permanently reduce (or increase) 
END. When this happens the HP total 
will also change. 


The rules which follow define each 
level of injury. A general definition is gi- 
ven first, followed by the range of the in- 
jury level. 


Details of the effect on Initiative, Ac- 
tions and Skill use are given next. 
Whether or not a character will pass out 
due to his injury is given under Con- 
sciousness. 
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Recovery defines how a character will 
heal, if no treatment is given to his injur- 
ies. 

This is in addition to the immediate 
recovery roll, which might change the le- 
vel of injury. 


Medical defines the effects of a Medi- 
cal skill roll, giving the effects of the dif- 
ferent Result Areas, and the consequences 
of failing. 

Immediate shows how many HPs a 
character will recover on being treated. 
Rest shows how many HPs a character 
will recover whilst resting after being 
treated. 


Immediate Recovery 


An injured character can recover a 
certain amount of damage after being in- 
jured just through taking a few deep 
breaths, recovering their wind and get- 
ting their bearings. 


To recover HPs in this fashion the 
character must roll under their END on 
D%. 

They will immediately regain RR 
times 5 Hit Points. 


This usually takes place after any 
combat is over. 

However, if a character is in a posi- 
tion where they can, or think they can, 
take a breather in the middle of a combat, 
the following applies. 


The character must roll under their 
WIL; to relax enough to recover. 

They must not be disturbed or attempt 
any Action for the next 1D10 Combat 
Rounds. 

The GM will tell them when they have 
“caught their breath,” or the character 
might choose, or be forced, to act before 
the recovery takes place. 


NB: a character who is Technically Dead 
cannot attempt Immediate Recovery. 


IMMEDIATE 
RECOVERY 
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Minor Injury 


Damage falling within this level takes 
the form of cuts, bruises and minor 
sprains. Such wounds may be messy and 
uncomfortable, but are not debilitating. 

Recovery from this sort of injury is 
usually quite fast. 


Minor injury: Full to half HPs. 
Initiative: Normal. 
Actions: Normal. 
Skills: Normal. 
Consciousness: the character will remain 
conscious. 
Recovery: A character will regain HPs at 
RR per hour, of rest. 
Medical: 
A: Immediate; RR x 4 HP. 
Rest; RR + 4 HP per hour. 


B: Immediate; RR x 3 HP. 
Rest; RR +3 HP per hour. 
Cc Immediate; RR x 2 HP. 
Rest; RR + 2 HP per hour. 
D: Immediate; RR x 1 HP. 
Rest; RR +1 HP per hour. 
E: Immediate; RR x 1 HP. 
Rest; basic RR per hour. 
Fail: Basic RR per hour. 


Serious Injury 


Once a character’s HPs are reduced to 
this level they are beginning to feel very 
hurt, movement will be slightly slowed 
and painful. 

At the earliest opportunity the char- 
acter should rest and take care of their in- 
juries. 


Serious Injury: Half to 1 HP. 
Initiative: 1D10-2. 
Actions: Acts - 1 per CR. 
Skills: -10% to a// Skills. 
Consciousness: the character will pass 
out unless he rolls under END on D%. 

If the roll is failed, the character will 
faint for 1D10 minutes. 

At the end of that time a further roll 
against END is made, if the roll succeeds 
the character comes round. If not, the are 
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unconscious for a further 1D10 minutes, 
after which another D% END roll is 
made, and so on. 

Every time a character takes more 
damage at this HP level a roll against 
END must be made, or the character will 
lose consciousness. 

Recovery: HPs are regained at RR per 
hour of rest. 

Medical: 

A: Immediate; RR x 3. 
Rest; RR + 3 per hour. 
Immediate; RR x 2. 
Rest; RR + 2 per hour. 
Immediate; RR x 1. 
Rest; RR + 1 per hour. 
Immediate; RR x 1. 
Rest; basic RR per hour. 
Immediate; none. 

Rest; basic RR per hour. 
Fail: roll faled by; 

01-60%; basic RR per hour. 

61+, subject takes 1D10 further points 
of damage. 

Thereafter recovering at basic RR per 
hour. 
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Technically Dead 


The character has been reduced to 
zero, or negative hit points. They are, to 
all intents, dead. 

Under certain circumstances proper 
attention can get their heart beating 
again. The character will live, but may 
suffer some disability. 

This is decided by the GM. It could 
simply be that the character is deeply 
scarred or will henceforth suffer from a 
limp. More serious effects can include the 
loss of limbs or eyes, and the reduction of 
the character’s Physical Attributes and/or 
Mental Attributes. 


The player may have some preference; 
scars, an eye patch or hook (perhaps, on 
technically advanced parallels, a prosthe- 
tic limb) can add to the characterisation 
of the PC. 


Technically Dead: 0 to minus one half of 
total HP. 
Medical: 
A medical roll, at -30% is required. If the 
roll is made the character will make a 
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complete, subject to GM decision, recov- 
ery. 
Recovery: only possible if the Medical 
roll is made, the character HPs will im- 
mediately rise to “1” HP. 

The Recovery Rate is then 1 HP per 
day, for 80 minus END days, then at 1 HP 
per hour until fully recovered. 


Other Damage 


As if being punched, stabbed or shot 
were not enough there are other ways of 
being injured that the characters may 
have to face in the course of their adven- 
tures. 


Falls 


It is not the fall which hurts, but hit- 
ting the ground. 


Damage is calculated at 1D10 per ten 
feet. To a maximum of 10D10. 


If a DEX roll is made (the character 
twists round to land feet first and goes 
into a roll) then the number of dice rolled 
is reduced by one. 


If the character lands on a soft sur- 
face, or is slowed in some fashion (such as 
passing through a forest canopy), the GM 
should reduce the damage by a further 
one or two dice. 


Fire & Heat 


Brief contact with fire or a very hot 
object will cause the character 1D10-5 
damage. 


Thus, using a red hot poker as a wea- 
pon (treated as a Club), does 1D10+1 plus 
1D10-5. 


Holding a burning or very hot object 
onto a character’s skin will do 1D10 dam- 
age per Act. 

The damage will have to overcome the 
Armour Rating of any armour that the 
character is wearing. 


FALLS, FIRE 
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However, there is the chance that the 
Armour, clothing or hair of the character 
will catch fire itself. 

This is rated at 20% plus 10% per Act 
that the “burning” object remains in con- 
tact with the clothing, etc.. 


Once the Armour or clothing has 
caught fire it will no longer protect 
against any damage done by the fire, but 
will still continue to protect against other 
attacks. The GM may rule, however, that 
after being alight for a certain number of 
Combat Rounds the Armour will have 
“burnt away.” 


The majority of clothing and armour 
can be treated as fire retardant, reducing 
this chance by -10%, for ordinary cloth- 
ing, and up to -100%, for modern riot 
gear; which would give 9 Acts continuous 
contact with the fire before it would 
stand any chance of combustion. 


See also the Thompson Mk II Spitfire 
Napalm Pistol, in the Bestiary. 


Drowning 


A character can hold their breath for 
END divided by 20 minutes. 

If they know they are going to be im- 
mersed they can attempt a Swim roll to 
properly fill their lungs and gain a 
further 1D10 x 30 seconds underwater. 

At the end of this limit the character 
can attempt a WIL roll each Combat 
Round to keep holding their breath. 


Once this fails the character will take 
1D10 HPs of drowning damage per Com- 
bat Round. 

If he gets out of the water (or other 
liquid) then a successful Medical roll will 
recover all of this damage. Although a 
character who almost drowned will not 
feel like doing anything for the next few 
hours. 


Psionic characters can use Biosphere 


to extend the time they can spend im- 
mersed. See Psionics, page 85. 


Explosives 


Explosives generally cause damage in 
a radius around the centre of the explo- 
sion. Certain shaped charges may be de- 
signed to channel the power of their 
blast in a chosen direction; a process that 
successful use of Demolitions skill can 
duplicate. 


The damage reduces as the distance 
from the explosion’s centre increases. 


Damage decreases by half for every ¥ 
of radius beyond the first 5’. 

The minimum Damage possible is 
1D10 up to the limit of the Blast radius. 

If the explosive has a damage modif- 
ier — eg. 3D10+20 — it is lost after the 
first 5S’, rather than the damage being 
halved. 


So a grenade which does 3D10+20 
Damage and has a blast radius of 20’ does 
damage as illustrated. 


0’ 20’ 


Grenades 


In LARP the players may encounter 
grenades varying from “black-powder” 
bombs in iron balls, through “smart’’ in- 
fantry grenades, with electronic safe- 
guards which prevent them exploding 
within range of a “friendly” soldier, and 
the deadlier weapons of Disruptor 
Knights. 
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Grenades cause damage through the 
force of the explosion and by the shrapnel 
which is driven by the force of the explo- 
sion. 

There can be considerable variation 
of the area “blanketed” by a single gre- 
nade. This is mostly due to the terrain in 
which it explodes. 

The central explosion area remains 
fairly constant, but the outer area can 
vary because, for example, shrapnel will 
travel further (bouncing and skipping) 
over concrete than it will over grass. 


The rules, however, ignore this and, in 
fact, weaken most grenades in favour of 
giving a better chance of surviving being 
caught in the blast. 


Other Explosives 


These will be the devices prepared by 
characters using Demolitions or Explo- 
sives, Basic skills. 


Most will consist of a certain amount 
of explosive. So, to calculate the Damage 
Rating, just multiply the basic “damage 
unit” of the explosive by the amount used. 

The Blast radius is determined by the 
type of explosive. 


The character makes a Demolition roll 
to make the device. If they fail the device 
will not work — or may explode in noth- 
ing more than a puff of smoke. 

If the roll is failed by 40% or more 
there is a chance that the explosive will 
blow up on the character. This is a per- 
centage equal to how much the roll failed 
by Jess forty. 

With certain modern explosives such 
accidental detonation is practically im- 
possible. 


When placing (rather than throwing) 
an explosive device the character can 
make a further Demolition roll which can 
increase the damage or effectiveness of 
the explosive. 

The Damage is modified by the ap- 
propriate Damage Multiplier. The effecti- 
veness is increased by the Conflicting 
Skill Modifier. 

Note that the Blast radius remains the 
same. 


For example, Jason has Demolition 
63%. He makes a bomb and places it un- 
der a Disruptor Bishop’s car. 

The bomb is made from a pound of 
plastic explosive, giving 4D10=20". 

Jason plants the bomb with a Demoli- 
tion roll of “08,” the Damage Multiplier 
is x2, so the bomb will do: 


8D10=S’ 

4D10=10" 
2D10=19° 
1D10=20° 


If Jason wanted to disable the car (say 
for a kidnap attempt on the Disruptor 
Bishop) he would use a small amount of 
explosive and place it in a crucial posi- 
tion. 


In this case he uses a quarter pound 
and rolls a “23,” a +10% Conflicting Skill 
Modifier. 

The GM rules this as an attempt to 
Break the car’s axle, for guidance he 
turns to page 50 and rates the axle’s 
chance of surviving at 30% (Quality me- 
tal, but not designed to withstand attacks, 
therefore he halves the survival chance; 
were the vehicle an Armoured Car it 
would be a different matter.) 

This is modified to 20%, a “55” is 
rolled and the car’s back axle is blown in 
two... 
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GRENADES 
Type 1 


Blast Radius 
15’ 


3D10+10 
3D10+20 
4D10+20 
3D10+20 
4D10+20 
5D10+20 


A: Smart Bomb — Up to 30 minute timer 
and/or a 10’ proximity fuse 


Type 1 — Primitive “cast iron” bomb. 
Type 2-4 — World War I equivalents. 
Type 4-5 — World War II equivalents. 
Type 5-8 — Contemporary grenades. (Eg. 
a Type 6 would be a modern fragmenta- 
tion grenade.) 

Type 8-10 — Special Grenades. Additional 
capabilities to be defined by the GM. 
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Damage 
1D10-5 per lb 
1D10 per 1b 
1D10 per 80z 
2D10 per 60z 
2D10 per 30z 
1D10 per 40z 
2D10 per 30z 
2D10 per 20z 
2D10 per loz 
2D10 per ‘oz 


Blast Radius 
0’ + 5’/Unit 
SS’ + 5’/Unit 
0’ + 5’/Unit 
0’ + 5’/Unit 
0’ + 5’/Unit 
S’ + 5’/Unit 
5’ + 5’/Unit 
5’ + 5’/Unit 
S’ + 5’/Unit 
S’ + 5’/Unit 


Grade 1 
Grade 2 
Grade 3 
Grade 4 


Grade 5 
Grade 6 
Grade 7 
Grade 8 
Grade 9 
Grade 10 


Grade 1-2 — Gunpowder of poor to fine 
quality. 

Grade 3-4 — Nitroglycerine based explo- 
sives, dynamite. 

Grade 4-6 — TNT and ANFO, which is a 
commercial blasting explosive. 

Grade 7-9 — PETN (a rather sensitive 
explosive) through cyclonite (a common 
military explosive basis) and plastic ex- 
plosives. Plastic explosives are cyclonite 
mixed with oils and waxes. 

Grade 9-10 — Cyclonite, TNT and alu- 
minium mixes - very powerful. 


For example , Semtex is rated as Grade 7. 
A ilb charge would consist of 5 Units. It 
would do 10D10 Damage and have a 
(rather un-realistic) Blast Radius of 30’. 
With such a Blast Radius, however, 
the PCs might just be able to flee in time, 
should they encounter such a bomb. 
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Hand to Hand Skills 


FP 
None 
+10% 


SP 
Fist 40% 
Kick 
30% 


Grapple +10% 


Damage 
1D10+DB 
1D10+DB 


1D10+DB+2 


Hand to Hand Sub-skills 


SP 
None 
None 


Body-Block 
Bone-Breaking 
Damage 
Dodge Bonus = 
Jump Kick None 
Nerve Strick & 

Nerve Pinch 
Parry Bonus 
Throws (Trips) 
Locks 


Hand Held Weapons 


None 


5% 
5 


Weapon Groups 
Chain/Rope 
Club 

Garrote 
Knife/dagger 
Short Sword 
Long Sword 
Other Swords 
Pole-Arms 
Whips 


Hand Held Weapons — 


Chain & Rope 
Chain 
Kawanga 
-Grapple 
-Rope 
Kusari-Gama 
-Sickle 
-Chain 
Kyoketsu-Shogi 
-Blade 
-Rope 
Rope 
Club 
Stick 
Light mace, Hatchet 
Heavy mace, Battle axe 
Quarter staff 
Flail 
Warhammer 
Greathammer, Greataxe 
Garrote 
Knife/Dagger 
Small blade, Scalpel 
Dagger, Sai 
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Special: 


FP 
+10% 


+10% 
+15% 


+10% 
+10% 
+10% 


2 LPs per +1 


Sub-skills 

Bone Breaking, Damage, Nerve Strike, Parry Bonus. 
Bone Breaking, Damage, Jump Kick, Nerve Strike, 
Parry Bonus. 

Body-Block, Bone Breaking, Damage, Locks, 

Nerve Pinch, Parry Bonus, Throws. 


Damage Bonus — DB 


sc STR=+10-3 

_ Fractions are dropped. 
5 to A; 10 to B; 20 to C 
to DB 


— @ 2 Acts 


Page 43 
Dodge 
10 to A; 15 to B; 25 to C 


@ 2 Acts 
@ 2 Acts 


DEX+2 
Fractions are dropped. 
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Hand Held Weapons — Sub-skills 


Bone Breaking 
Damage 
Disarming 
Entangle 
Nerve Strike 
Parry Bonus 
Quick Draw 


Two Weapon Use 
Weapon-Breaking 


Damage 


1D10+1 


1D10+1 
1D10 


1D10+2 
1D10+1 


2D10 
1D10 
1D10 


1D10 

1D10+2 
2D10+1 

2D10 

1D10+2 

2D10 

3D10 ¢ 
Special; pg. 51 


1D10 
1D10+2 


SP FP SC 
None _ 5 to A; 10 to B; 20 to C 
Special: 3 LPs per +1 to DB 
“Max A” +5% — 
— 10 to A; 15 to B; 25 to C 
+10% — 
10 
10 per off-hand weapon 
“Max B” ba 


Short Sword 
Gladius, Wakizashi 
Broadsword 

Long Sword 
Rapier 

Longsword, Katana 
Scimitar 

Other Swords 
Bastard sword 
Great sword, No-dachi 
Pole-arms 

Short spear 

Long spear 
Naginata 

Pike 

Whips 
Bullwhip/other 
Cat-o’-nine-tails 
Knout 


2D10 
2D10+2 


2D10 
3D10 
2D10+2 


3D10+3 
4D10 


1D10+2 
3D10 
2D10+2 
3D10+3 


1D10 
1D10+2 
2D10 4 


@ — These weapons take 2 Acts to use. 
One in which to ready the weapon, 
one in which to strike. 
All are rather large & cumbersome. 


COMBAT TABLE TWO 


Hand Hurled Weapons Hand Hurled Weapons — Damage & Range 


Throw 
DEX+5+20 


Damage 
1D10+1 
1D10 


Knife, Sai 
Shuriken 
Javelin 2D10 
Rock 1D10 
Thrown club, Bolas 1D10 (10’) 
Spear 2D10+1 10’ 
Sword 2D10 _ 
(Bolas - Min range) 


Thrown knife 
Shuriken 
Spear/Javelin 
Bolas 
Thrown club/Rock 
@ Bolas - 2 Acts to use 


Device Driven Projectile Weapons 


All take 1 Act to reload 
SP 
Atlatl As Spear or Thrown Knife 
Blow-pipe 10% Nisarin 
Bow 15% Se 
(Crossbow Used as Bow 45%) As Hand Held Weapon Sub-skill; very rare 


Quick Draw 
Sling ae soe Same as Hand Held Weapon Sub-skill 


Device Driven Projectile Weapons 
— Sub-skills 


Damage Bonus 
As Hand Held Weapon Sub-skill 


Device Driven Projectile Weapons — Damage & Range 


Damage 


Bow-rating/Power-rating 
+5 to Damage 


Atalt 
Blowpipe 
Small 
Medium 
Large 


Range increased by x1-5 


0 tol 20’ 30’ 
0 to 1 30’ 60’ 

0 to 1 40’ 80’ 
Bows 


Short Arrows & 80’ 130’ 
Long Crossbow Bolts 100° 250° 


Comp. Short 2D10 100° 
3D10 120° 
120’ 


40’ 
100’ 
120’ 


Comp. Long 
Geared 
Crossbows 
Pistol 

Light 

Heavy 
Geared 
Catapult 


Slings 
Sling 
Staff sling 


Advanced Projectile Weapons 


Handgun 
SMG 
Rifle 
Shotgun 


Recoiless weapons at +5% 


SP 

20% 
20% 
25% 
25% 


Hunting 
Barbed 


Shot 
Solid 
Other 


Shot 
— As above 


1D10 
1D10-5 


Damage 


User must be practised with the weapon 


Double Tapping 

Negates the burst/auto modifier 
Quick Draw 

As previous sub-skill 


Advanced Projectile Weapons — Damage Ratings 


Pistol, Rifle & SMG L 
(1) 


1D10 
2D10 
3D10 
4D10 
5D10 


COMBAT 


aser 
5D10+10 [1] to [8] 
6D10+10 
7D10+10 
7D10+20 


8D10+20 


Shotgun 
Pellet 
Solid 


[1] to [3] 
[2] to [8] 


Advanced Projectile Weapons — Sub-skills 


Reloading an Advanced 
Projectile Weapon can 
take from 1 to 2 Acts for 
the “lighter” weapons, 
to 1 or 2 Combat Rounds 
for “heavy” weapons. 


COMBAT TABLE THREE 
Burst Auto 


BLACK POWDER ARMS 


Musket -light 40’ 60’ — 
-heavy 40’ 60’ _ 
Musket rifle 70’ 100’ — 


: It takes 3 Acts to reload a Musket 
AIR GUNS 


.22 Air-pistol 40’ 60’ _ 1 shot 
.22 Air-rifle 50’ fe _ 1 shot 
: Both take 2 Acts to reload & can fire a Dart, which does 0 Damage 


HANDGUNS 


.22 Rimfire 1D10 _ 
.22 Revolver 1D10 _ 
.22 Magnum 2D10 _ 
32 Revolver 2D10 _ 
32 Automatic 2D10 _ 
38 Revolver 3D10 5 
or 4D10 5 
.38 Automatic 3D10 5 
or 4D10 5 
.357 Revolver - Magnum 4D10 - 
9mmP Automatic 4D10 5 
.45 Revolver 4D10 10 
10 
10 
10 
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ANNA 


5D10 
45 Automatic 4D10 
5D10 
Note: Revolvers take 2 Acts to reload - 1 Act if using a “Speed-loader” 
Automatics take 1 Act to reload 
13mm Gyrojet 3D10 40’ 60” _ _ _ 6 
Fires rocket projectiles 


LASERS (No recoil) 


Type 1 1D10 30’ 10 to 20 
Type 2 2D10 40 10 to 20 
Type 3 3D10 55’ - 10 to 20 
Type 4 4D10 71x ~ 10 to 20 


(No recoil) 

Model 1 -Tight beam 4D10+10 40’ 
-5’ spread 4D10 30’ 
-10’ spread 1D10 F 

Model 2 -Tight beam 5D10+20 71S’ 
-S’ spread 5D10 60’ 
-10’ spread 2D10 


WLONNWNWWNNWNDD | 


SUBMACHINEGUNS 


.25 Machine pistol 2D10 
7.65mm (Skorpion) 3D10 
9mmP Standard SMG 4D10 
Uz1 9mmP 4D10 
—Mini-Uzi 4D10 
Heckler & Kock MP5 4D10 
Ingram MAC-11 4D10 
Ingram MAC-10 4D10 

o 5D10 
Sterling L2A3 4D10 
AKR Soviet SMG 4D10 
5mm Caseless SMG 4D10 

-A very modern SMG. Low recoil and a very large magazin 

M177 SMG (5.56mm) 4D10 40’ 60’ 5 5 20 to 30 


SMG reckoner: Light — as .25 or 7.65. Medium — as 9mmP Standard. 
Heavy — Ingram MAC-10 and M177. 


6 12 to 20 
5 10 to 20 
5 20 to 30 
5 20 to 32 
5 10 to 25 
3 15 to 30 
5 16 to 32 
5 16 to 32 
4 16 to 32 
5 22 to 34 
4 15 to 30 
5 40 to 60 
e 
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COMBAT TABLE FOUR 


Range Pen Burst Auto Mag 
EFF MAX 


MACHINEGUNS 

7.62mm M60 5D10+10 65’ 100° 10 5 -15% 100 Belt 

7.62mm MAG 65’ 100° 10 10 -20% 50 Belt 

5.56mm M214 80’ 125’ $ 20 -10% 1000 Drum 
— May only be fired from a tripod or vehicle mount; Range and Auto already adjusted 

Firing from a mount can increase the Range and decrease the Auto modifier of any Machinegun. 

Mounts include bipods, tripods and vehicle housing. The Range is increased by a quarter and the 

Auto modifier reduced by 5%. For example, 

7.62mm MAG — Bipod 5D10+10 80’ 125’ 10 -15% 50 Beit 


.22 Lever action 1D10 105’ 
30 Carbine 2D10 150’ 
303 Enfield 3D10 240’ 
30-30 Lever action 3D10 190” 
30-06 Bolt action 4D10 240 
7.62mm Rifle 5D10 230’ 
.375 Big game rifle 5D10+10 230’ 
.444 Big game rifle 6D10+10 210’ 
.460 Elephant gun 7D10+10 180’ 


ASSAULT RIFLES 
M16 5D10 230’ 20 to 30 


L85 (Infantry Weapon) 5D10 210” 20 to 30 
AK47 / AKMR 4D10 210’ 20 to 30 


Double Barrelled Shotgun Pellet 60’ 
Solid fe 
Pump Action Shotgun — As Above except Mag of 6 to 12 
H&K Combat Shotgun 12 Gauge 40’ 60’ -10% 
Shotguns do damage based on Gauge, as follows — Heavier loads and gauges are PORTS 
Pellet Solid Pelle Soli 
20 Gauge 1D10 2D10 12 Gauge 3D10 4D10 or 5D10 
16 Gauge 2D10 3D10 10 Gauge 3D10 5D10 or 5D10+10 


HEAVY LASER WEAPONS (No recoil) 


Laser Type 5 - Carbine 5D10 200’ 10 to 20 
Laser Type 6 5D10+10 240’ 10 to 50 
Laser Type 7 6D10+10 240’ 10 to 50 
Laser Type 8 7D10+10 300” 10 to 50 
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ARMOUR & SHIELDS _ See page 64 for an explanation of the Armour Rating format. 


Armour — Ancient Shields — Ancient Shields — Modern 

Leather 5 (0) [0] Light 10 (0) [0] Riot — Light 10 (5) [1: Bullets] 

Ringmail 10 (0) [0] Medium 15 (5) [0] Riot — Heavy 20 (10) [4: Bullets] 
Chainmail 15 (5) [0] Heav 20 (5S) [0] Sapper Shield 40 (15) [7: Bullets]* 

Plate armour 20 (5) [0] *; Takes both hands to lift, can be set up on a prop giving 20% cover. 


Armour — Modern 

Light Ballistic Upper & lower torso 10 (10) [4: Bullets] Other locations 10 (0) [2: Bullets] 
Advanced Ballistic Upper & lower torso 15 (10) [4: Bullets] Other locations 10 (5) [4: Bullets] 
Kevlar Body Suit 10 (15) [5: Bullets] 

Riot Gear 20 (5) [3: Bullets] 

Heavy Riot Gear 25 (5) [3: Bullets] 

Infantry Armour Upper & lower torso 20 (10) [5: Bullets] Other locations 10 (5) [4: Bullets] 


Helmets 

Ancient “Helms” have the same Armour Rating as the most similar type of Armour — ranging from 
the leather coif to the full plate helm. 

Steel military helmets (c. WW II) have an Armour Rating of 20 (5) [2: Bullets] 

Modern alloy, plastic and carbon fibre helmets have an AR of 30 (10) [6: Bullets] 


Note to Total Protection: “Bullet Proof” armours offer much the same protection against most 
Hand Hurled and Device Driven Projectile Weapons. The TP rating can be applied to any attack 
the GM decides would be so protected against. 


COMBAT 


Psionics 


Psionic Energy is the binding force of 
the multiverse. 

It permeates everything and everyone, 
existing across the parallels and between 
them. 


The shape this energy takes is called 
the Psi-matrix. 

Everything which occurs in the physi- 
cal multiverse has an effect on the Psi- 
matrix. Causing energy fluctuations, rip- 
ples and eddies within it. 

Some of these energy changes man- 
ifest themselves in the physical multi- 
verse as strange and inexplicable pheno- 
mena — the laws of normal physics have 
little to do with the functions of the Psi- 
matrix. 


A psionic can, by sheer force of will 
and by utilising his own Psi-energy, wrest 
certain effects from the Psi-matrix. These 
mental abilities are the Psi-skills which 
follow. 


Some of these psychic abilities are 
such a part of the psionic’s being that he 
does not have to exert any effort or Psi- 
energy to use them. 

These are called Talents, and are psio- 
nic abilities which function as sixth 
senses, extending the psionic’s percep- 
tions beyond the human norm. 


Psionics are not easily defined. They 
are subject to sudden and random change, 
as the Psi-matrix changes. The exercise of 
these strange skills can have eldritch and 
sometimes fatal consequences, nor are 
they to be relied upon to function in a 
consistent manner. 


Small wonder that ZeroZero is one of 
the few parallels on which Psionic skills 
are recognised as a science. 


Psionics Index 


Astral Projection 

Creating the Psi-active Character 
Meditation 

Mental Attacks 

Other Actions & Psi 
Precognition 

Psi-Points 

Psi-Profile 

Psi-Recovery Rate 


Psi-Skills 
—Biosphere 
—Enhancements 
ePerformance 
ePhysical Attributes 
eSenses 
—Psychokinesis 
—Psychometry 
—Telepathy 
eClairvoyance/Audience 
eReception 
Transmission 


Psi-Skill Duration 
Psi-Training 
Purchasing Psi-Skills 
Range 85 


Talents 
—Enhanced Senses 
—Intuition 
—Spatial Awareness 
—Time & Directional Sense 
eOther Talents 


Using Psi-Skills 
Wildcards 
Game Master’s Section 


Psionics Notes 
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Creating the Psi-Active Character 


During character creation the GM 
and players must decide between them- 
selves which characters are to be active 
psionics. 


This will not always be easy. As many 
players will see active psionic characters 
(Psi-active) as being the ultimate type to 
play. 

However, this is not the case, the psi- 
active character simply has access to a 
different range of skills. The use of 
which can often cause more complication 
and danger to the PCs than utilising more 
mundane methods. 


The question of who is, or is not, to be 
an active psionic is best resolved through 
mutual agreement. If this fails the GM 
will have to either give his ruling on the 
matter, or let the dice or a draw from a 
pack of cards decide. 


Players who are disappointed in the 
draw can be compensated, to some extent, 
by being allowed to select a psionic 
Talent or two. 


After agreeing which characters are 
to be Psi-active the GM should tell the 
player creating the character of any limi- 
tations or hints to bear in mind when se- 
lecting Psi Skills. 


The range of Psi Skills available to a 
PC can be limited by the nature of the 
Parallel they live on or the preferences of 
the GM. 


The former is a restriction imposed 
by either the nature of the Psi-Matrix in 
the PC’s corner of the multiverse, or the 
genetic capability of the character. . 

If there is a genetic restriction this 
might be either random, or the product 
of manipulation by either the Disruptors 
or some other force. 


The latter is entirely up to the GM. He 
could simply be fed up with a player who 
always plays Psi-active characters and 
always selects Psychokinesis. 


PSI CHARA 
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It might be that the GM has written or 
bought adventures which require a cer- 
tain group of Psi Skills, or restrict the 
range of Psi Skills available to the PCs. 

Finally the GM might want to restrict 
the power and abilities of the Psi-active 
character to maintain balance within the 
PC team. 

It can be very boring for the other 
players to continually watch one player’s 
character save the day, get all the glory 
and do all the interesting bits in a adven- 
ture. 


One major aspect to be considered in 
creating the Psi-active PC is whether or 
not their character is already aware of, 
and using, their Psi Skills, or if they are 
Latent. 


“Totally unexpected, this was the first 

unleashing of my psychokinetic powers. | 
It confirmed the revelation. I recoiled from. | 
the responsibiity ... | wanted no part in it. | 
Now I was running not only from the | 
Disruptors but also from myself.” 


The typical pattern of beginning ad- 
ventures makes the provision that any 
Psi-active PCs are latent. 

This is any easy hook to hang part of 
an adventure on: one of the PCs has his 
dormant psionic powers activated by 
something, events follow on from this, the 
reaction of the now Psi-active PC and his 
friends (the other PCs) provide an in- 
teresting area of character interaction. 


Latent psionics can sometimes go sev- 
eral adventures before having their 
powers realised by either circumstance or 
active research on the PC’s part. 


The GM can also decide that a PC 
with Non-active Psi is actually a latent 
psionic, and spring a surprise awakening 
during a scenario. 

This also provides the GM with a 
handy escape clause should the Psi-active 
PC (or PCs) end up dead during the 
course of an adventure. 


ity Ff 2 
EF. aa re, es yt Os 
cae Here es 
, me ee 


Purchasing Psi-Skills 


The player purchases Psi-skills in 
much the same way as Life Points are 
used to purchase other skills. Instead of 
Life Points the player has a number of 
points equal to their PSI Attribute with 
which to purchase Psi-skills. 


The number of Psi-skills and Talents 
he can choose is usually determined by 
PSI divided by 10, round down. 


For example, a character with a PSI 
rating of 69 would have an_ initial 
maximum of 6 Psi-skills and 69 points 
with which to purchase them. 


Alternatively the GM can decide the 
maximum number of Psi-skills. 
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Enhanced Senses 


Most Psi-skills are bought at a Start- 
ing Percentage (SP), which costs one 
point, they are then increased on a point 
for point basis. 


Talents are an exception. All cost ten 
points, a one time only purchase. 

Non-active Psi characters can (if the 
GM allows) select a number of Talents 
equal to their PSI divided by twenty, 
round down. Or, as before, the GM can 
decide how many the player can choose. 


PSI Training 


ZeroZero can offer training in the use 
of certain Psi-skills. Full details on this 
are given in the GM’s section. 

If a Psi-active character is being 
created as part of an experienced Zero- 
Zero team than there is a fair chance that 
the GM will award a bonus increase to 
certain Psi-skills. 


The character should be created as 


normal by the player, then handed to the 
GM for this final adjustment. 


PSI Skills 


Talents 


These are the Jesser Psi skills, some- 
times available to Non-active Psi charac- 
ters. 


Each Talent costs 10 points to 
purchase. 


Enhanced Senses 


The character gains the following bo- 
nuses to their Senses. 


Listen: +10% 
Observation: +20% 
Scent: +5% 
Taste: +5% 
Touch: +10% 


In addition to these bonuses their 
senses extend a little beyond the normal 
human ranges. 

They can hear higher and lower 
pitched noises than is usual (useful for de- 
tecting hidden electrical devices, by the 


Intuition 


faint hum they make) and see further off 
either end of the colour spectrum; they 
also have excellent night-vision, equal to 
normal sight at twilight. 


Intuition 


I'VE GOT A FEELING THAT You Ba ZN 
Mm KNOW A HELL OFA LOT MORE AGOUT & : 
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The character can instinctively sense 
patterns in the Psi-matrix. 

This Talent can warn of possible dan- 
ger, alert the character to anything unus- 
ual and guide them where rational 
thought fails, as follows: 


e Danger: The GM will make a D% roll 
against the character’s PSI to see if they 
get any fore-warning of a source of pos- 
sible danger. This danger-sense is usually 
restricted to the character, but can be ex- 
tended to people they know and love. 

The GM will inform the character 
that they “have that certain tickle at the 
back of your mind,” or “You have a feel- 
ing of vague dread and uncertainty — 
something isn’t right here.” 

Intuition is not specific enough to 
pinpoint the source of the danger. 


e General: When the characters come 
across something significant Intuition 
might point it out. 

The GM makes a D% roll against the 
character’s PSI. 

This might be as vague as a note to 
the player saying that they have a strange 
feeling about the building they are about 
to enter. To telling them that they know 
there is something of interest in a desk in 
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Spatial 
Directional Sense 


Awareness 


a room that they have gone into in the 
building. Right down to instructing them 
“You take out the bottom drawer of the 
desk and turn it over, without knowing 
really why. There, taped to the bottom, is 
an envelope.” 


Intuition also affects how fast a char- 
acter can learn things; they instinctively 
know how to pick things up. 


When on a different parallel the char- 
acter with Intuition will be able to adopt 
a native accent, adjust their manners of 
both speech and dress, and generally fit in 
with a minimum of effort. 


Spatial Awareness 


The character has perfect balance and 
co-ordination. 

They instinctively know where they 
are in relation to things in their immedi- 
ate surroundings; they never knock over 
ornaments, or trip over uneven paving 
stones. 


They gain the following bonuses to 


their Physical skills. 
Climb: +10% 
Deftness: +15% 
Hide: +5% 
Jump: +10% 
Stealth: +5% 


In addition to which any skill requir- 
ing good hand to eye co-ordination gains 
a bonus of +5%. 


These are: 

Acrobatics Mechanics 
Arts Pick Locks 
Crafts Pick Pockets 
Drive Vehicle Pilot Aircraft 
Escape Artist Ride 


and any Weapon skill. 

In combat situations characters with 
this skill will have a good tactical aware- 
ness of where everyone is, who has used 
what weapon and so on. 


Time & Directional Sense 
The character knows what time it is 
without the need of a watch. 


They also know where they are in re- 
lation to any fixed landmark, as well as 
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Other Talents 


being able to point in any direction of the 
compass. 

Characters with this Talent often feel 
nauseous when they first arrive on a new 
parallel, whilst their Talent sorts out the 
subtle differences between this Earth and 
the previous one. 

A character with this Talent can also 
find their way around in an unfamiliar 
building; they have an uncanny knack 
(GM: roll under PSI on D%) for finding 
stairwells and doors. 

They can also look at a building and 
give a fairly informed guess as to it’s lay- 
out (PSI roll), in much the same way as an 
Architect skill roll can. 


This Talent can be split into its two 
components, resulting in a Time Sense 
Talent OR a Directional Sense Talent, 
each costing 5 points. 


Other Talents 


More specific Talents, designed by the 
GM or players can be introduced as re- 
quired. 

These can vary in cost from 5 to 10 
points depending on how powerful the 
GM 


decides they are. 


For example, a character with Art- 
Painting as a skill wants to play a charac- 
ter who makes exceptionally good forger- 
ies of paintings. 

The nearest equivalent Talent is Spa- 
tial Awareness, which will increase their 
Art skill, but this does not quite fit the 
bill. 

The GM decides instead on creating a 
Copyist Talent, costing 5 points, which 
enables the character to make near per- 
fect copies of original Old Masters. 

To begin with the character does not 
have Forgery itself as a skill. Should they 
learn it later, then the Copy Talent would 
give a bonus, of +50%, when the character 
was forging something that relied on a 
good reproduction of something like a 
signature. 


Another character might want to play 
an exceptionally skilled gambler. 


The resulting Cardsharp Talent (or 
whatever the GM and player decide to 
call it) would combine limited aspects of 
Intuition, Psychometry (to literally 
“read” the cards) and Precognition. 


Such Talents can give an idea of the 
sort of full blown PSI skills that the char- 
acter might develop if they are later 
found to be a latent psionic. 


Psi-Skills 
Purchasing Psi-Skills 


As noted previously: one point to 
purchase at the SP, one point per percent- 
age point there after. 

Any exceptions are noted in the Psi- 
skill descriptions. 


Using Psi-Skills 


Each Psi-skill is made up of the fol- 
lowing elements 


Range: Where applicable this is the range 
at which a Psi-skill can be used. For cer- 
tain skills it gives the radius of a sphere 
within which the Psi-skill operates. 


Psi-skill rating: The character’s basic 
chance to use the skill. Or, for a Psi-skill 
which is continually operating, the 
chance for it to successfully perform 
when it has something to act upon. 


Effect: What the Psi-skill does. There are 
certain basic uses to which each Psi-skill 
can be put. Beyond these are various Spe- 
cial Effects that require additional effort. 

Many of these Special Effects allow 
one Psi-skill to act somewhat like another 
one would. 


For example, the use of Bio-sphere as 
Telepathy to implant basic emotions when 
someone is within the range of the Bio- 
sphere. 


This reflects the inter-related nature 
of the various Psi-skills. 

They are all part of the larger con- 
sciousness, and a fully aware psionic 


character would have access to all Psi- 
skills, Talents and beyond. 

Unfortunately this is a level of con- 
sciousness which would drive most people 
insane, or cause them to transform into 
something beyond human comprehension. 


Certain Psi-skills are operating all the 
time, others have to be “willed,” or 
“powered” into operation by the charac- 
ter using them. 


To use such a Psi-skill the character 
must first spend a Psi point to power the 
Psi-skill. In all cases it costs one point to 
power the skill. 


Further Psi-points can then be spent 
to enhance the Range, the chance of the 
Psi-skill working and it’s Effect. 


For Psi-skills which are operating 
continually, the character has to spend a 
Psi-point (in addition to any other Psi- 
points they choose to spend) when they 
want to use that skill for a specific Spe- 
cial Effect. 


When resisting a Psi attack Psi-points 
can be used to increase the effective 
WIL of the character. 

Which increases their chance of sur- 
viving the psychic onslaught. 


Psi-points 


A character has a number of Psi- 
points equal to their PSI attribute. 


This total can be increased through 
the use of Psi-enhancing drugs, the use of 
certain technology and the effects of the 
Psi-matrix. 


Recovering Psi-Points 


A character recovers Psi-points natur- 
ally through rest or meditation. 


Psi-Point Regeneration Rate (Psi-RR) 
This is the number of Psi-points a 
character will recover per hour of rest. 


This can be sitting at rest, or sleeping. 
The current conditions of the Psi- 


matrix can also effect the rate at which 
Psi-points are recovered. 


PSI-RR is calculated as: 
PSI divided by 10, any fractions are 
dropped. 


Meditation 


The character must first attain a re- 
laxed state, opening their mind to the Psi- 
matrix. 

This requires a successful WIL roll. 
One WIL roll can be attempted every half 
hour. The character may have to also roll 
to remain Determined, see page 18. 

Once they have attained a meditative 
state of mind they will recover twice as 
fast; in effect Psi-RR per half-hour. 


Psi-points can also be recovered by 
the use of drugs, Wildcard effects in the 
Psi-matrix and the channelling of Psi- 
energy into the character; either from a 
willing or unwilling subject. 


Zero Psi-Points 


Once a characters Psi-point total is 
reduced to zero, or below, they lose all 
their Psi-skills, but not their Talents. 


NOTE: A character’s Psi-point total can 
vary from zero (or lower, in which case 
they are in serious trouble), to higher than 
their normal maximum (PSI) if enhanced 
by something. 

Their normal PSI Attribute remains 
the same, however. 

Some Psi-skills and effects distinguish 
between PSI and the character’s current 
Psi-point total, so it is important to be 
clear which one is being referred to. 


Range 


Each Psi-active character’s Psi-skills 
operate at a Base Range determined by 
their WIL. 


Base Range = WIL = 10. 


Psi Range Table 


(Range Level = Range in Feet) 


1 = Touching 7=200° 

y ee 8 = 500” 
3= 10 9 = 1200’ 
4=20’ 10 = 3000” 
5 = 50’ 11 = 7500’ 
6 = 100’ 12 = 18000’ 


To calculate further range levels: 
Double the current range level, and add 
the previous one: 


For example, to calculate Range Le- 
vel 13: 


13 = (18000’ x 2) + 7500’ = 43500”. 


Increasing the Range 


When using a Psi-skill the character 
can extend their base range at a cost of 10 
Psi-points per range band. 


Psi-Skills List 


Each Psi-skill is given a brief descrip- 
tion, followed by details of the basic uses 
of the skill. Finally the special uses and 
other implications of the skill are 
touched on. 


Psi-skills will ordinarily function at 
the skill rating they were bought to. 

This percentage may be increased by 
spending Psi-points. Each Psi-point used 
in this fashion will increase the Psi-skill 
rating by 5%. 
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For Psi-skills which operate all the 
time the increased Psi-skill rating will 
last for a number of hours equal to Psi di- 
vided by 10, fractions are dropped. 

The adjusted skill rating is the cur- 
rent Psi-skill rating. 


When performing a special use of a 
Psi-skill which is operating continually it 
requires 1 Psi-point to power the skill for 
that particular use. 

This is in addition to any further costs 
noted in the Psi-skill description. 


Biosphere 
SP: 20%. 

This Psi-skill enables the character to 
control their physical body and the psio- 
nic “aura” which surrounds them. It is 
sometimes known as ESP; Extra Sensory 
Perception. 

Characters with this skill generally 
enjoy the best of health and tend to reco- 
ver swiftly from any illness or injury they 
may suffer. 

In addition they are sensitive to things 
happening around them, in particular 
events which have an effect on the Psi- 
matrix. 


The Biosphere is always in operation. 

The Biosphere surrounds the charac- 
ter in a sphere up to the Base Range. 

This range may be increased as noted 
under Range; the current range will be 
eroded at the rate of 1 Range Level every 
ten minutes, until the Biosphere is re- 
duced to it’s original Base Range. 

This is because the increased, unna- 
tural, interaction with the Psi-matrix is 
very difficult to sustain. 


Whenever anything or anyone unusual 
enters the Biosphere, or changes it’s na- 
ture within the Biosphere, the current 
Biosphere Psi-skill rating is checked (D% 
roll) to see if the character perceives this 
change. 

It is up to the GM to decide what 
might trigger such ESP. 


The information supplied by a suc- 
cessful Biosphere roll gives only general 
information. 
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The character would be made aware 
of includes the following: 
e A person or significant object they 
have encountered before. 
e Encountering a ley-line, or other not- 
able “flux” in the Psi-matrix. 
e Unusual Biospheres; such as noting a 
Russian Biosphere against a 
“background” of native French ones, 
whilst in Paris. 
e Noting someone in the heights of pas- 
sion; whether it be fear, hate or love. 


The character can spend a Psi-point to 
actively search within their Biosphere for 
something. 

Their chance of locating it, if it is 
there, is equal to the current Biosphere 
skill rating; which may, of course, also be 
increased by spending further Psi-points. 

The GM may call for a specific Result 
Area if the player is being very exacting 
with their requirements. 


A character able to use their Bio- 
sphere can automatically reduce their 
Psi-profile, see page 97. 


Special uses of the Biosphere 

These fall into two areas: those which 
affect the character, and those which af- 
fect the Psi-matrix and physical sur- 
roundings within the Biosphere. 


e Healing. The character can use their 
Biosphere to cure injury or illness. To 
successfully perform this a D% roll under 
the current Biosphere skill rating is re- 
quired. 

HPs are restored on a 1 HP for 1 Psi- 
point basis. 

Poison or disease can be neutralised 
by spending 1 Psi-point per 5 points of 
the potency of the disease or poison. 

The character can also “lay on hands” 
and heal someone they are touching. 

If the PCs wants, or has, to cure from 
a distance it costs a further 5 Psi-points 
per Range Band over 1, AND the subject 
of the healing must be within the Current 
Range of the Biosphere. 

e Attack tumbling. Any attack which 
takes place within the character’s Bio- 
sphere can be “tumbled”, the effect of 
which is to automatically shift the Dam- 
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age Multiplier of any attack which hits 
one column to the right. 

To successfully tumble the attack a 
D% roll under the current Biosphere ra- 
ting has to be made. 

NB: This can be applied to any attack, 
Hand to Hand, Hand Hurled or Projectile 
within or passing through the Biosphere, 
they do not have to be aimed at the psio- 
nic. 
The cost is the 1 Psi-point required to 
power the special use, per attack. 

The disadvantage is, of course, that 
the psionic will not know in advance 
which attacks will hit. 

e Pain blocking. This will let the char- 
acter ignore the results of any Critical 
Damage. 

A D% roll under the current Bio- 

sphere skill rating is required. 


Enhancements 
SP: Special. 

There are three separate area of En- 
hancement — Performance, Physical At- 
tributes and Senses. 


e Performance 

For each point spent the PC gains a 
bonus which is added to the skill rating of 
all skills except Psi-skills. 


Perhaps the most powerful Psionic 
Enhancement. This bonus is lost if the 
character’s Psi-points fall to zero or be- 
low. 


If a character with Performance at- 
tempts to do something they have no skill 
rating in, they must roll under their WIL 
on D%. 

If they fail the Performance bonus 
cannot be applied to the default skill ra- 
ting. If they succeed, the Performance 
bonus is applied as normal. 


This Psi skill increases the character’s 
“harmony” with the Psi-matrix. The most 
apparent effect of this is the improvement 
in how they do just about everything else. 

However, characters with this Psi-skill 
can become dangerously dependent on it. 
Should they lose it for some reason they 
often become psychologically incapable 
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of doing anything unless forced to. 
Should this happen to a PC the exact 
reaction is up to the player. The GM 
should stress that the PC will not carry on 
blithely as if nothing has happened. 


e Physical Attributes 

This enhancement is bought on a 
point for point basis. For every point 
spent the character gains a bonus which is 
added to a single Physical Attribute. 


This bonus only functions whilst the 
character has a positive Psi-point total. 

Should the PC’s Psi-point total drop to 
zero or below they lose the bonus and the 
attribute(s) revert to the basic score. 


A player can select this Psi-skill up to 
three times, and purchase a bonus for 
each Physical Attribute. 


e Senses 
SC: 10 

This enhancement duplicates the ef- 
fect of the Talent: Enhanced Senses. The 
character also has the option of further 
expanding their senses. 


For every additional 5 points spent 
the character gains a sense beyond the ac- 
cepted normal human range. These in- 
clude: 


Infrared Vision. The character can see 
into the infrared. They “see” heat sources. 
They are able to track following heat 
traces. 


Ultraviolet Vision. The character’s vi- 
sion extends to the ultra-violet spectrum. 
They are never affected by extreme low- 
light situations. 


Advanced Hearing. The character has 
about twice the normal human hearing 
range. 

This includes the ability to hear ultra- 
sonic noises, so the character can guide 
themselves by their very own sonar in to- 
tal darkness. 

e Bonus to Listen, +30%. 
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Advanced Sight. The character can focus 
their sight like a microscope or a tele- 
scope. 

Normally this ability doubles the nor- 
mal range of sight, however the character 
can double it again, then again, by spend- 
ing one Psi-point per 
doubling. 

However, this is extreme degree of vi- 
sion is very disorientating, as the charac- 
ter can feel detached from their body. 

A character with Advanced Sight can 
aim Hand Hurled and other Projectile 
Weapons more accurately, thus the bonus. 
e Bonus to Observation, +30%. 

e Bonus to Hand Hurled and Projectile 
Weapons, +10%. 


Advanced Scent. The character can track 
by scent. They can also use their sense of 
smell to interpret emotions; note that this 
is subjective, and the character’s nose may 
well mislead them: GM rolls D% against 
the character’s Scent rating, if the roll is 
failed the GM gives false, or inconclusive 
information. 

e Bonus to Scent, +30%. 


Advanced Touch. The character’s nerves 
are so sensitive they are aware of air pres- 
sures against their skin, even through 
clothing. They can feel vibrations through 
the ground. 

In short, the chance of surprising the 
character is halved. 

Other abilities include being able to 
read by touch the imprints of writing 
from the previous page of a note pad on 
the page underneath. 

e Bonus to Touch, +30%. 


Psi-matrix Perception. The character 
can attempt to see the Psi-matrix around 
them. This skill will show the “auras” or 
“life-pulses” of people, will enable the 
character to see ley-lines and Psi-matrix 
foci. 

In order to use this sense the character 
must make a WIL roll for each Combat 
Round they want to look into the Psi- 
matrix. 

Use of this sense has led to prophesies, 
madness and random travel between the 
parallels. 
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Other Enhanced Senses. These must be 
designed by the player or GM. 


For example, a player may want a 
character who can perceive electrical wa- 
veforms, giving them a bonus of +30% to 
their Electronics skill, and the handy abi- 
lity to tell (within Base Range) where and 
what is electrified. 

As this would include the ability to 
detect the electrical currents present in 
any living form, the GM rules that a D% 
roll, costing 1 Psi-point and using PSI as 
the skill rating must be made to perceive 
extremely low voltages. 


Psychokinesis 
SP: 20%. 

This Psi-skill allows the character to 
manipulate matter. 

The most familiar use is in moving ob- 
jects through sheer force of will It can 
also be used to destroy objects; either ex- 
ploding, imploding or otherwise dama- 
ging them. Psychokinesis can alter the 
temperature of objects or an area within 
the psionic’s range. Finally, by expending 
a great deal of psychic energy the psionic 
can also attempt to “transmute” matter: as 
the ancient alchemist-psionics turned 
lead into gold. 


e Telekinesis - Moving Objects. This 
costs 1 Psi-point per S5lbs of the object to 
be moved. 

Once this is spent the object is cap- 
tured by the Psi-skill, the object can then 
be moved by the psionic at a cost of one 
Psi-point per Action of movement. 

To affect an unwilling animate object 
requires a successful Psionic Attack, see 
page 98. 

How fast the object moves depends on 
spending further Psi-points; 1 Psi-point 
per 5 miles per hour. Acceleration is iner- 
tialess, due to the interaction with the 
Psi-matrix. 

Telekineticaly manipulated objects 
can be used as missiles. The chance of 
hitting is equal to the Psi-skill rating. 
Damage multipliers apply. 

The damage done depends on the 
speed and nature of the missile. 
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Speed (mph) 


Damage 


None 
1D10-5 
1D10 
2D10 
3D10 
4D10 
5D10 
6D10 
7D10 
8D10 


For speeds over 60mph use 8D10 plus 
5 per ten mph over 60mph. 
For example, 100mph = 8D10+20. 


Nature of the Missile 

Fragile or soft: reduce the damage by 
2D10. 

Will break on impact: reduce the dam- 
age by 1D10. 

Will not break on impact: NA. 

Will penetrate into the target: plus 
1D10. 


Note that the object will move erratic- 
ally, in anything but a straight line, as the 
bubble of Psi-energy enclosing it is buf- 
feted by the Psi-matrix. 

On some parallels the object will glow, 
or be accompanied by a noise. 


Levitation. The power of flight. Because 
the psionic is using telekinesis on some- 
thing they are intimately aware of (their 
own body) the cost is reduced to 1 Psi- 
point per 10lbs. 

As the levitating psionic instinctively 
compensates for the vagaries of the Psi- 
matrix he can fly straight and level. 

At speeds of over fifty mph the char- 
acter may have a problem breathing. Most 
flights will be too short for this to be an 
issue. 


e Destroying things. Psychokinesis can 
be used to explode objects and living 
things. 

Inanimate matter (non-living mater- 
ials) can be destroyed in a number of 
ways, and are far easier to affect than ani- 
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mate matter (living things) which have a 
“‘life-pulse.” 

The manner in which the matter is de- 
stroyed can vary dramatically, from blow- 
ing apart, to falling apart in a process si- 
milar to the natural aging and rotting. 
Living material has a fair chance of spon- 
taneously combusting as a side effect. 


Inanimate Matter 

It costs 5 Psi-points per cubic yard of 
the object which is to be affected. 

Due to the energy exchanges involved 
a further 1D10 Psi-points will be drained 
from the user; in extreme cases more can 
be lost. 

This is not a Psi-skill to use when 
one’s psychic reserves are low. 

The Psychokinesis skill rating is 
rolled, if successful the matter is de- 
stroyed, in a manner determined by the 
GM. 


Animate Matter 

It costs 10 Psi-points per cubic yard 
(about average human volume) of the ob- 
ject which is to be affected. 

As above a further 1D10 Psi-points are 
lost. 

The Psychokinesis roll has to be suc- 
cessful. 

Following this the psionic must over- 
come the WIL of their target; see Psionic 
Attacks, page 98. 

If the target’s WIL is overcome they 
will take 1D10 damage per additional Psi- 
point that the psionic spends to this pur- 
pose. 


Flora has an effective WIL equal to 
3D10+10. 

Fauna has effective WIL equal to 
3D10+20. 


Chance of combustion: 100 minus the 
target’s WIL, as a percentage. 


e Temperature. It costs 1 Psi-point per 1 
degree difference in temperature that the 
psionic wants to affect. 

Inanimate matter can be affected 
both internally and externally. 

Animate matter can only be affected 
externally. 
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This is for an area of approximately 
one cubic yard. 

To increase the area, into any volume 
within the “sphere” of the _ psionic’s 
Range Level, costs 1 point per Range Le- 
vel up to the character’s Base Range, 5 
points per Range Level thereafter. 

(Note: the character will have already 
have had to have spent 10 points per 
Range Level to extend their range, the 
five points per level to affect the tempera- 
ture difference within this enhanced 
range is in addition.) 


Extremes of temperature may cause 
damage and, in the case of increasing the 
temperature, combustion. 


The change in temperature has to be 
maintained at the cost of 1 Psi-point per 
Action. 


Once the character stops maintaining 
the temperature it returns to normal in 
1D10 Acts, cooling or warming in the first 
Act to a temperature which will not do 
any damage. 


e Transmutation. This is a more con- 
trolled use of the same principle as De- 
stroying Objects. 

Unless the character’s Psychokinesis is 
enhanced by a Wildcard it will only work 
on Inanimate matter. 

This skill will change a certain 
amount of matter, which need not all be 
of the same type, into one type of matter. 


It costs 10 Psi-points per cubic yard of 
material to be affected. 

The GM will make a WIL roll in order 
to see if the character has the correct 
mental state in order to effect the Trans- 
mutation, if the roll is failed the Psi- 
points are spent, but nothing happens. 


In addition to any other costs “D%” 
(ie. 1 to 100) Psi-points are also “drained” 
from the psionic; making this a potenti- 
ally fatal exercise. 


It is easier to transmute one single 
type of matter into another: say lead into 
gold, than an assortment of metals. 
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Attempting to transmute a number of 
different types of matter requires an A to 
C Result Area on the Psi-skill roll; any- 
thing else is a failure. Turning one single 
type of matter requires a straight Psycho- 
kinesis roll. 


The Psi-matrix reacts against this sort 
of tampering and unpleasant Wildcard 
effects often occur. 

In addition to which the object very 
often spontaneously reverts to its original 
composition. This usually happens within 
the first 1D10 minutes after its transmuta- 
tion. 


Chance of reversion: 100 minus the 
character’s WIL roll score, as a percent- 
age. 


Psychometry 
SP: 25%. 

This psi-skill enables the character to 
read the local Psi-matrix. This can be 
used to a number of ends. 


e Surrounding geography. The charac- 
ter gains an impression of the layout of 
their local surroundings, in a radius up to 
the range level the character determines. 

How detailed the information they get 
can depend on the Result Area of the psi- 
skill roll. In most circumstances the GM 
may decide how much information to 
give without reference to the roll. 


A: Pin-point accuracy. The character 
gains a full three dimensional under- 
standing of the area, with additional 
flashes of detail, such as events which 
have happened in the area concerned. 
More importantly if the character is 
looking for a specific location, or object 
in the area, an A result will usually locate 
it. 
B: Excellent accuracy. As A, but without 
the additional information. 
C: Accurate. The character gains the 
knowledge as if it had been told to them, 
or presented in diagrammatic form. 
They will be certain of the general 
plan of the area, but not what specific lo- 
cations contain. 
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D: Poor accuracy. As C, but the impres- 
sions gained are about the general plan of 
the area, smaller or insignificant loca- 
tions will be missed. 
E: Least accurate. The character gains a 
vague idea of the layout. 

They can point in the general direc- 
tion of major locations, and give a rough 
estimate of the distances involved. 


Unfortunately this use of Psycho- 
metry can be subject to trans-parallel in- 
fluences. 

The character could end up with 
knowledge of the area or building they 
are in as it exists (or does not exist) on 
another parallel. 

The GM will determine when and if 
this happens. 

If the location on the “transposed” 
parallel is similar the character will only 
know this has happened when they keep 
running into inconsistencies. 

If the transposed location is greatly 
different they will know immediately. 


e Object reading. The character uses 
Psychometry to pick up the psychic im- 
pressions imprinted in the Psi-matrix of 
an object, location or person. 

The information received can be high- 
ly subjective and confusing. 


What the character learns is deter- 
mined by the GM. In general the charac- 
ter will get 1D10 distinct impressions 
from the Object Reading. 


However, the character can specify a 
particular aim for this psychic probing. 

This could be an attempt to gain some 
impression of the last person to handle an 
object, how someone came to die or to 
“back track” the last route taken by an 
automobile. 

For complex requests the Psi-point 
cost can be increased by the GM. This 
should be in line with one point per 
“clause” in the request beyond the initial 
point. 


The detail of the information can be 
determined by the Results Area of the 
Psi-skill roll, if the GM wishes. 
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A: Pin-point detail. As well as visual and 
aural impressions the character gets tac- 
tile and empathic information. 

They will “feel” the temperature and 
weather of a past time, and will know the 
moods (or something of the thoughts) of 
the people involved. 

B: Excellent detail. As A, but without the 
empathic impressions. 

C: Accurate detail. The character sees and 
hears the impressions, although some may 
be either just visual or aural. 

D: Poor detail. The impressions are jum- 
bled and may be confusingly overlaid. 

Most will be in the form of single vis- 
ual images. 

E: Least detail. As D, but with increasing 
distortion to the impressions. 

Objects and people become trans- 
posed, multiple events merge into single 
images. 


As before this can be subject to trans- 
parallel influence. 

The character could get a number of 
impressions which relate to an object or 
person’s alternative existence on another 
parallel. When and if this happens is de- 
termined by the GM. 


Additional difficulties arise when 
Psychometry is attempted against a Psi- 
active character, or someone with Disrup- 
tor implanted Psi-shields or abilities. 


Psychometry vs. Biosphere 

Characters with Biosphere project a 
selected “life-pulse,” in effect they can 
determine how much or what will be re- 
vealed about themselves should they be 
subject to a Psychometric probe by an- 
other character. 

This is a natural consequence of Bio- 
sphere (thus the effect on a character’s 
Psi-Profile) and requires no effort on the 
part of the character with a Bio-sphere; 
although the GM should discuss before- 
hand with the player what “self-image” 
the PC with Bio-sphere will project. 

If an A Result Area is rolled the Psio- 
nic using Psychometry will know that the 
character they are probing has a Bio- 
sphere, but not if they are actually hiding 
anything. 
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Should the Psionic want to “breach” 
the protection of the Biosphere they have 
to make a successful Mental Attack, fol- 
lowed by a further Psychometry roll; 
which must fall in Result Areas A to C. 


Psychometry vs. Implanted Psi-shields 
ZeroZero advises that this can often 
be hazardous to the Psionic attempting it; 
especially against Disruptor Knights. 
See the GM’s section. 


Precognition 

All characters who have Psychometry 
are subject to Precognition; a Wildcard 
Psi-skill over which the character has no 
control. 


Telepathy 

This Psi-skill falls into three areas — 
Clairvoyance/Audience, Reception and 
Transmission. 

Each must be purchased separately. 


e Clairvoyance/Audience 
SP: 35%. 

The character is able to project their 
sense of sight and hearing into another 
area. 

The exact practise of this Psi-skill is 
uncertain, it is often subject to trans- 
parallel influences. In which the charac- 
ter using it will see and hear events hap- 
pening on another parallel. 

Additionally the character’s state of 
mind can affect what they see and hear. 
This can mean that instead of witnessing 
what is actually happening the character 
may “overlay” the scene with their own 
wishes. 


Clairvoyance/Audience in not re- 
stricted by Range in the normal sense. 

However, if a character uses the ap- 
propriate Psi-points to bring the area they 
want to view within their Range there is 
far less chance of the Clairvoyance/Au- 
dience being subject to trans-parallel in- 
fluence. 


The chance of successfully using 
Clairvoyance/Audience in modifier by 
how well the character knows the area 
they wish to view. 


Character is very familiar with 
the area: No modifier. 
Area visited once: -10%. 

An unseen area within the 
character’s Psi Range: -15%. 
Area made known to the character 

by Psionic means: -20%. 
Area described in detail 
to the character: -30%. 


The character can also find someone 
using Clairvoyance/Audience, if the per- 
son is well known to them or they have 
something belonging to that person in 
their possession. 

The relevant modifiers are: 


Person well known to the character: -20%. 
Person made known to the character 
using Psionic means: -30%. 
Personal object belonging to the 
person held by the character: -30%. 


Note: anyone with a Psi-shield or Bio- 
sphere cannot be found by this use of 
Clairvoyance/ Audience. 


Precognition 

All PCs with Clairvoyance/audience 
are subject to Precognition; a Wildcard 
Psi-skill over which the character has no 
control. 


e Reception 
SP: 10%. 

The character can perceive the 
thoughts and emotions of people (and ani- 
mals) within range of this Psi-skill. 


How much information the character 
gets depends on the Result Area of the 
Psi-skill roll. The character can also 
spend additional Psi-points to either en- 
sure that they achieve a certain Result 
Area, or to attempt various special ef- 
fects. 


The effects for the individual Result 
Areas are listed below. 

The number in parenthesis is the num- 
ber of additional Psi-points the character 
must spend to ensure that a successful 
Psi-skill roll will fall into that area, or 
better. 


A: (20.) The character experiences the to- 
tal current mental state of the subject 
they have selected. They will know what 
the subject’s exact thoughts, emotions and 
intentions are at present. 

This level of “mind touch” can be a 
little disorientating. 
B: (15.) The character “hears” the present 
thoughts of the subject selected, as well as 
knowing, in detail, their present emo- 
tional state. 
C: (10.) The character will “hear” the 
foremost thoughts of the subject and will 
know what the subject’s present emo- 
tional state is. 
D: (5.) The character can “hear” the fore- 
most single thought on the subject’s mind, 
as well as sensing the strongest emotion 
the subject is feeling at present. 
E: (na.) The character will know what the 
single, strongest emotion being felt by the 
subject at present. 


e Image Lifting. This requires a will- 
ing participant, who provides a mental 
image (which can be of anything), which 
the psionic “lifts” from their mind. 

A successful Reception Psi-skill roll 
must be made by the psionic. 

The subject providing the mental 
image must make a WIL roll, to focus 
their thoughts, if this is successful a mod- 
ifier of +50% if added to the Psi-skill roll. 


e Life Pulse. This provides the same 
sort of information as the Biosphere and 
Psychometry Psi-skills can, although only 
with regard to a living consciousness. 

The psionic must make a Reception 
Psi-skill roll If this succeeds he will per- 
ceive the mental static and brain waves of 
their subject. 

This allows the psionic to identify the 
race and cultural background of the sub- 
ject within certain limits (eg. country or 
distinct ethnic group only, NOT the town 
they originate from.) 

The brain waves will allow the psionic 
to identify if the subject is native to the 
parallel (if they have made comparison 
studies) and will, once the psionic knows 
what to look for, reveal the distinctive 
“life pulse” of Disruptor Agents; provided 
the implanted Psi-shields fail. 


e Mind Probe. The psionic delves into 
a subject’s consciousness for a particular 
memory or idea: this is classic Mind 
Reading. 

The psionic must make a Reception 


Psi-skill roll within Result Areas A to D. 


In addition Psi-points are spent according 
to how obscure the information is that 
they want. 


0: Information is currently important to 
the subject and at the “front” of their 
mind. 

+5: Information is unimportant to, or 
“half-remembered” by the subject. 

Such as a person who saw a car, re- 
members the colour and approximate 
type, but not the make. He does, however, 
know what it is, but cannot bring it con- 
sciously to mind. 
+10: Information is totally irrelevant to 
the subject; in effect, knowledge that is 
all but forgotten it. 

This includes information that the 
subject refuses (consciously or not) to 
think about. Such as the victim of a mur- 
der attempt being totally unable to pic- 
ture his attacker. 


e Transmission 
SP: 20%. 

The character can project a thought, 
or an emotion, into the mind of a subject 
within range of this Psi-skill. 

This can be as simple as the psionic 
“speaking” mentally to his friends (which 
has the advantage of being silent and very 
fast), to attempts to implant thoughts or 
emotions into the mind of a selected sub- 
ject. 

It also includes the ability to, quite li- 
terally, “blow someone’s mind” by a Men- 
tal Attack. 


When using Transmission to “speak” 
to a willing subject all that is required is a 
successfully Psi-skill roll. 

If the subject is prepared for the com- 
munication they can attempt to make 
himself receptive to it, WIL roll, if this is 
successful to Transmission Psi-skill roll is 
modified by +50%. 

Once a character has experienced a 
certain psionic’s Transmission he can, if 
he wishes, declare himself a permanently 
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“willing” subject for the psionic’s Trans- 
mission. 


e Thought Implants 

Using Transmission to implant an 
alien thought, or emotion, as if it were the 
subject’s own is a more difficult task. 

The psionic must make a successful 
Transmission Psi-skill roll, followed by a 
successful Mental Attack to implant the 
thought or emotion. 


Implanting complex thoughts or emo- 
tions costs additional Psi-points; 1 for 
each “element” of the thought or emotion 
to be implanted beyond the first. 

So to implant the emotion of Fear 
would incur no additional cost. To im- 
plant Fear and Anger would cost an extra 
1 Psi-point. Implanting Fear and Anger, 
directed against Women would cost an 
additional 2 Psi-points; and so on. 


The psionic can also affect someone’s 
perceptions by using a Thought Implant. 
They can make them feel cold or sick, or 
even control what they see; to the extent 
where the subject would see a character 
as someone (or something) else. 

This costs an additional 5 Psi-points, 
plus 5 per additional element of the sen- 
sory manipulation. 


Psi-Blast 

An extension of the above, where the 
psionic uses Transmission in an attempt to 
totally overload a subject’s mind, to either 
kill or injure them. 


The psionic has two alternatives, they 
can attempt to destroy the subject’s men- 
tal balance (damaging his WIL Attri- 
bute), or implant a psionic imbalance 
(affecting the subject’s PSI) which can 
cause actual physical damage to the sub- 
ject. 

The former has the advantage of car- 
rying little risk for the psionic, the latter 
can (quite literally) “blow-back” on the 
psionic. 


Note: for both these types of attack the 
Damage Multipliers apply and are calcu- 
lated from the result of the Psi-skill roll, 
not the Mental Attack percentage roll. 


e WIL Attack 

Successful Transmission and Mental 
Attack rolls are required. 

The psionic can reduce the subject’s 
WIL by 1D10 per 5 Psi-points spent to this 
purpose. 

This loss is not permanent, unless the 
WIL is reduced to 0 or below. Lost WIL 
will be regained at a rate of 1D10 points 
per day. 

If WIL is reduced to 0 or below the 
subject goes insane; usually falling uncon- 
scious for 1D10 hours. 


The nature of the insanity is for the 
GM to decide. Any PC who becomes in- 
sane becomes an NPC, controlled by the 
GM. A cure is possible, through either 
psychiatric or psionic means. 

To cure insanity psionicly requires 
Biosphere, used to Heal (page 86), with 1 
point of WIL being restored per Psi- 
point spent. Once the insane character is 
restored to a WIL of 1 or higher they will 
recover normally. 


e PSI Attack 

Successful Transmission and Mental 
Attack rolls are required. 

The psionic then has the option of re- 
ducing the subject’s PSI Attribute, and 
current Psi-points if the subject is Psi- 
active, by 1D10 per 5 Psi-points spent to 
this purpose, OR causing them 1D10 HPs 
of damage per 5 Psi-points. 

This loss is not permanent. 

Lost PSI will be regained at the nor- 
mal PSI-RR; for non-active PSI the Re- 
covery Rate is 1 point per hour. 

Lost HPs will be regained normally. 


Backfire. 

This is a Wildcard effect. For each 
point of PSI or HP “damage” that the PSI 
Attack does there is a one percent chance 
that some, or all, of the damage will re- 
bound onto the attacker. 

If a Backfire occurs the damage dice 
are rolled twice, the first roll indicates 
how much damage is done in total, the 
second how much Backfires on the psio- 
nic making the attack; up to a maximum 
of the first roll. 
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For example, a psionic makes a suc- 
cessful PSI Attack, Result Area B, giving 
a x2 Damage Multiplier. He spends 15 Psi- 
points to do 3D10, times 2, damage to his 
target’s HPs. 

The damage roll is 16x2=32. Resulting 
in a 32% chance of some of the damage 
Backfiring onto the psionic: D% are 
rolled, with a result of “17.” A Backfire 
has occurred. 

The damage roll is made again, 
18x2=36. 

The hapless psionic takes the full 32 
HP of damage himself. 


e Knowledge Implant. The psionic can 
transfer their own knowledge to a willing 
subject. 

This can mean giving a full and de- 
tailed briefing in a matter of seconds, or 
even giving the subject a Skill Rating ina 
Skill which the psionic knows. 

Characters with the Empathic Link 
(see GM’s section) are often able to share 
the knowledge and (non-psionic) skills of 
their Alternative Selves on a permanent 
basis. 


A successful Transmission roll is re- 
quired; modified by +50% if the subject 
makes his WIL roll. 


To transfer a Skill Rating costs an ad- 
ditional 1 Psi-point per 5 percentage 
points of the Skill Rating to be trans- 
ferred. 

The psionic can transfer any Skill up 
to the actual percentage they have in that 
skill. Sub-skills cost 1 Psi-point each to 
transfer. 


To transfer Ride: 40% would cost a 8 
Psi-points plus the cost for the actual 
Transmission. 


Such knowledge or skill is gradually 
lost with the passage of time. 

Transferred skills erode at the rate of 
1 percentage point per day. 

Transferred knowledge evaporates, so 
to speak, at a similar rate. The character 
given the knowledge would be 100% sure 
of what they were “told” on the first day, 
99% sure the next, until the knowledge 
dwindles to the same level as a poorly re- 
membered dream. 
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Wildcards 


Wildcards are Random Psi-skills. Two 
examples are listed below, others are dis- 
cussed in the GM’s section. 

New Wildcard Psi-skills can be 
created by the players and GM. 

Most are entirely controlled by the 
GM, who determines what the effect of 
the Wildcard will be in any given situa- 
tion. 

Wildcards act entirely at random and 
can affect the Psi-active character at any 
time. Most can be courted by the psionic, 
who willingly opens his mind to the Psi- 
matrix in an attempt to trigger a particu- 
lar Wildcard. 


Wildcard effects can often be trig- 
gered by the use of an other Psi-skill. 

These are typically harmless, usually 
restricting themselves to temperature var- 
iations, minor telekinetic occurrences 
(“poltergiesting,” as ZeroZero agents call 
it), ectoplasmic manifestations or simple 
noise and light which accompany the per- 
formance of a Psi-skill. 

Other, more troublesome, Wildcard 
effects include spontaneous combustion, 
sudden showers of objects ranging from 
fish to radioactive material, inexplicable 
mechanical or electrical failures, random 
transmutation or teleportation of objects 
or people, gravitational fluctuations, and 
trans-parallel displacement (either of 
noises or images from another parallel, or 
actual physical travel). 


Wildcards - Skill Cost 


Each Wildcard the character actively 
wants to purchase costs 10 points. 

Note that Precognition, the common- 
est Wildcard, is received automatically as 
a consequence of having certain 'Psi- 
skills. 


Full details on how Wildcards func- 
tion are in the GM’s section. 


Wildcards can combine a number of 
separate Psi-skills into a skill which has 
specific limitations on its use. Or be an 
entirely new Psi-skill. 


Ll 9 ——————— 


WILDCAI 


ePrecognitione 


Certain Wildcards occupy a middle 
ground between actual Psi-skills and Ta- 
lents. These are often the abilities com- 
monly known as Magic to the practitio- 
ners; primitive (and not so primitive) sha- 
mans and occultists. 


In these cases the user is following a 
ritualistic, often self-hypnotic, routine to 
elect a certain response from the Psi- 
matrix. 

The rituals are psychological aids 
which induce a receptive mental state. 
They can often evoke the limited use of 
latent Psi-skills, although in a much re- 
stricted and unpredictable fashion. 

It is often the case that the person 
conducting the ritual is totally unable to 
control the power they evoke, thus result- 
ing in Wildcard effects. 


On certain parallels these rituals have 
created a Standing Wave in the local Psi- 
matrix. In effect this means that correct 
use of the ritual will evoke predeter- 
mined (within limits) Wildcard effects. 


Wildcard - Precognition 


Precognition can be something of a 
mixed blessing. As the character can have 
“visions” of things that “may” happen, 
things which “will” happen, but on a dif- 
ferent parallel, and things which he may 
simply “want” to happen, or not, as the 
case may be. 


The GM determines when and if the 
character is subject to Precognition. 


However, a character who has Precog- 
nition can actively seek out a vision of the 
(possible) future. 

To do this costs a minimum of 10 Psi- 
points to power the Precognition. 

A successful WIL roll must also be 
made, for the character to maintain the 
intense concentration required to force 
any sort of coherent interpretation on the 
images they receive. 


Exactly what they learn is determined 
by the GM. 


eAstral Projectione 


Wildcard - Astral Projection 


This combines elements of Clair- 
voyance/Audience with Biosphere. It is a 
Wildcard which is often evoked using rit- 
uals, meditation or drugs; and sometimes 
a combination of all three. 

Additionally it can randomly effect 
people when they are asleep, in shock or 
injured, or when close to a powerful 
source of psionic energy. 


The Wildcard actually projects the 
Biosphere of the character in the same 
way as Clairvoyance/Auidence. 

Astral travel requires a WIL roll to 
“move” the projected Biosphere, or 
Astral Body of the character. The GM 
may require a certain Result Area, or re- 
strict where the character’s Astral Projec- 
tion can journey. 

The character can elect to return im- 
mediately to their body (or wake up, if 
they think it’s all a dream) on making a 
successful WIL roll. 


The Astral Body which is projected 
can sometimes form an ectoplasmic re- 
presentation at the area it travels to. Un- 
fortunately opening the character to act- 
ual physical attack. 

The character can make Hand to 
Hand Attacks, using the Astral Body, any 
successful attacks will do 1D10-5 points 
of damage (DB not applicable). 


Although no actual injury will be sus- 
tained by the character’s Corporeal body, 
once their Astral form is “killed,” or 
knocked out, the character’s conscious- 
ness returns to their material form. 


In addition the link between the 
Astral and corporeal forms may also 
manifest, often as a silvery cord. Injury to 
this is far more dangerous. Once severed 
the character’s consciousness is trapped 
outside his body. In time this “ghost” will 
gradually fade into the Psi-matrix. 

The Silver Cord has a number of HPs 
equal to the character’s PSI attribute. 


Restoring a “ghost” consciousness to 
it’s body requires the use of Biosphere 
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(by another character) to open a link to 
the Psi-matrix. 

In addition to the normal Psi-point 
cost for the “special effect” use of Bio- 
sphere it costs 1 Psi-point per 10 points of 
PSI that the “ghost” character has. 


For example, to restore the “ghost” of 
a character with a PSI of 67 requires an 
additional 6 Psi-points. 


The fact that the character’s “Life 
Pulse,” or Biosphere, actually travels 
opens the character perception and attack 
by Psionic means. 

In the case of Psionic attacks any 
damage done (both mental and physical) 
will affect the Astral and Corporeal 
forms of the character simultaneously. 

This includes attacks made by one 
Astral Body on another. 


Psi-skill Duration 


Certain Psi-skills function all the time 
— Enhancements and Biosphere. 


The value at which Enhancements 
function cannot (normally) be varied 
from the score at which they were origin- 
ally purchased. 


The increased percentage skill-rating 
(and range) at which Biosphere functions 


can be altered by spending additional Psi- 
points. 
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The increased skill-rating will last for 
a number of minutes equal to the charac- 
ter’s Psi-RR, page 84. 

The increased range decays as noted 
on page 85. 


For all other Psi-skills the successful 
use of the skill takes 1 Act to perform, 
and may be maintained, where required, 
at a cost of 1 Psi-point per Act. 


Consideration to the duration of spe- 
cific Psi-skills is given in the GM’s sec- 
tion. 


Psi-Profile (Psi-PRO) 


Psi-profile is the Psi-active character’s 
psionic signature. It is used to calculate 
how susceptible they are to Wildcard ef- 
fects and how visible they are within the 
Psi-matrix. 

This can mean, amongst other things, 
whether or not monitoring by ZeroZero 
or the Disruptors will detect the charac- 
ter in the use of any of his Psi-skills. 


It is perfectly possible, indeed desir- 
able , to have a negative Psi-profile. 


Psi-PRO is calculated as: 
—Total of all Psi-skills (either percentage 
Or point rating) and points spent buying 
Talents, 
—less 150, 
—less base Biosphere skill-rating, if the 
character has the Psi-skill. 


For example, Jason has a PSI of 72. 
His previously non-active PSI has been 
revealed as a Latent after an encounter 
with a rather unusual stone circle. 

He can have a maximum of 7 Psi- 
skills and Talents. 

Jason selects the following: 


Talents: 

Enhanced Senses — (10 points) 

Directional Sense — (5 points) 
Psi-skills: 

Biosphere, to a Psi-skill rating of 50% 
— (31 points) 

Enhancement e Performance, +10% to 
all skills, except Psi-skills — (10 points) 
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Enhancement e Attribute: STR, +5 to 
Strength — (5 points) 

Psychokinesis, to a Psi-skill rating of 
30% — (11 points) 

All 72 points have been spent. 


Jason’s Psi-PRO is: 
10 +5 +50 +10 +5 +30 = 110, 


Tess 150, 
less 50, for Biosphere, 
Psi-PRO = -90%. 


Note that the Psi-matrix on certain 
parallels can increase or decrease the Psi- 
profile. 


If a character wishes to reduce their 
Psi-profile further they can do so by 
losing Psi-points to the Psi-matrix. 

This will reduce their Psi-PRO by 1 
per Psi-point lost to the Psi-matrix. 

This can be willed by the psionic at 
any time. 


Other Actions Whilst Using 
Psi-skills 


A character can still use the Auto- 
matic Responses of Dodge and Parry 
whilst using Psi-skills. 

He can move at a slow walk, five feet 
per Act. 


If he wants to attempt any other 
(physical) Action whilst using a Psi-skill 
he must make a WIL roll to co-ordinate 
the activities. 

In certain cases the GM might call for 
a DEX roll as well. 

If the roll is failed the physical Action 
continues, but the Psi use fails; the Psi- 
points are still used. 


Mental Attacks 


All Mental Attacks involve overcom- 
ing the target’s WIL or, in the case of cer- 
tain Disruptor agents, artificial Mental 
Shields. 


A Mental Attack takes an Action to 
perform. 


Mental Attacks are resolved as fol- 
lows: 
e The psionic selects which Psi-skill 
they are going to use to make the attack. 
e He then attempts the Psi-skill roll; 
committing himself to the required ex- 
penditure of Psi-points to increase the 
Psi-skill percentage and for the damage 
(or other effect) he hopes to inflict on his 
target. 
e Following a successful Psi-skill roll 
the psionic next attempts to overcome the 
WIL, or Mental Shields, of his target. 

This is resolved on the Resistance Roll 
Table, page 14. 

For every Psi-point that the psionic 
spends af this time their effective WIL is 
increased by 5 points. 


The target of such an attack can, if he 
is a psionic, increase his effective WIL by 
5 points per Psi-point. Giving, of course, 
an increased chance of resisting the Men- 
tal Attack. 


Note that the increased effective WIL 
cannot be maintained in the following 
Act, but has to be increased from the cur- 
rent WIL each Act. 

However, if a target is subject to Men- 
tal Attack from two or more sources in 
the same Act the effective WIL is used to 
resist all the attacks: WIL does not have 
to be increased separately to defend 
against each individual attack. 


Attack Results 


The exact result of a successful Men- 
tal Attack will depend on the Psi-skill 
being used. 


Biosphere 

Just as it can be used to Heal, page 86, 
the Biosphere can be used to Harm. 

This is simply Healing in reverse, with 
1 HP of Damage being done per Psi-point 
spent. 


It is also possible to alter the target’s 
body chemistry to poison or infect them 
with a disease. This, however, is akin to 
Transmutation. 

The Psi-points required are 10 per 
point of potency of the disease or poison. 

In addition the psionic making the at- 
tack has a further “D%” (1 to 100) Psi- 
points leeched by the Psi-matrix. 


Poisons will be effective for only the 
Act in which they are created. 

Diseases will last until cured by 
Medical or Psionic methods, but can also 
be cured spontaneously. The chance of a 
spontaneous cure is the target’s PSI as a 
percentage, rolled once per day. 


The Biosphere can also be used to 
drain Psi-energy or the actual PSI Attri- 
bute from a target. 


e To drain Psi-points: 

A successful Biosphere and Mental 
Attack roll are required, the psionic can 
then drain 1D10 Psi-points per Psi-point 
they spend from the target, who has to be 
a psionic. 

These Psi-points are either lost into 
the Psi-matrix (probably causing Wild- 
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card effects) or the attacking psionic can 
absorb them. 

The attacking psionic must make a 
roll against their basic WIL. If successful 
they will absorb as many DI10 of Psi- 
points the target has lost. 

Note that this can mean that they end 
up gaining more points than the target 
has lost, this is because they are using the 
target as a channel into the Psi-matrix. 


e To drain PSI Attribute: 

A successful Biosphere, in Result 
Area C, and Mental Attack roll are re- 
quired, the psionic can then drain 1D10 
points of PSI per 5 Psi-points they spend 
from the target, who does not have to be a 
Psionic. 

This PSI will also be lost to the Psi- 
matix, unless the psionic makes a success- 
ful WIL roll to enable him to channel it. 

If successful the psionic will gain 
1D10 Psi-points for each point of PSI 
drained. 

This is an extremely dangerous use of 
Biosphere, the attendant Wildcard effects 
can be fatal to both the target and the 
psionic. 


Telekinesis 

To pick up an unwilling living target 
requires a successful Mental Attack. 

Note that most animals would fall into 
the “unwilling” category. 


Direct Telekinetic Attacks are de- 
tailed on page 88. 

Any successful Telekinetic Attack on 
a projectile (no WIL roll required, of 
course) will deflect it from it’s target. 


This can be used as an active response to 
an Attack. 

Note that Telekinesis can also be used 
to grapple a target, the STR of the Teleki- 
netic grapple is rated at 5 points per Psi- 
point spent to this purpose. A WIL roll is 
required. 


Telepathy 

Though Implants and the two methods 
of Psi-Blast are fully described on pages 
93 and 94. 

It should be noted that although 
Backfire is the commonest Wildcard ef- 
fect of a Mental Attack using Telepathy 
there can be others. 

The rarest known example involved a 
complete Mind Transfer between the bo- 
dies of the attacker and target. 


Psionics - Example 
Talents 


Directional Sense 

Jason is drugged by a terrorist group 
and taken in a van to a deserted ware- 
house. 

When he wakes the GM tells him that 
his senses reel; but after a moment he be- 
comes certain that his is somewhere in the 
East End of London. 

The GM knows that Jason is very fa- 
miliar with London. Had he been taken, 
for example, to Dover, the GM would have 
told him that London lies about 60 to 70 
miles away, in a rough NWWerly direc- 
tion. 

The player could then try an INT roll 
to work out approximately where he is. 


Enhanced Senses 

The warehouse is quite dark, the GM 
reminds Jason that he can see perfectly 
clearly in what light is getting in past the 
shuttered windows. 


Psi-skills 


Biosphere 

Jason has a Base Range of 10’ with his 
Biosphere, he spends 20 Psi-points to in- 
crease it to Range Level 5, 50’. And asks 
the GM what Life Pulses he can detect 


EXAMPLE 


Th ——— eT 


within his Biosphere. 

The GM rolls D%, a “12,” Result Area 
C, and informs Jason that there are three 
men, French to judge by the vibrations, 
two below (either in the cellar or on a 
lower floor) and one about 30’ away, be- 
hind a wall. 


..Jason subsequently escapes, using 
Escape Artist skill, and overpowers the 
terrorist on the same floor (the first) as 
himself. Taking the terrorist’s pistol he 
uses Stealth to descend to the ground 
floor. 

The GM rolls under his Biosphere 
percentage as he does so, and keeps Jason 
informed on the present position (which 
is unchanged) of the other two terrorists. 

On the ground floor Jason surprises 
the terrorists, killing one with two shots 
and missing the other - who is armed with 
a powerful Sub Machinegun. 

The surviving terrorist fires at Jason, 
missing (just) because his attack suffers a 
-20% modifier due to the darkness of the 
warehouse’s interior, and takes cover be- 
hind a wall. 


Biosphere 

Jason has WIL 38, current Psi-points 
of 52 and Biosphere: 50% with a current 
Range of 50’. 

He wants to scare the terrorist out of 
cover and thinks that using Biosphere to 
Harm the man will do it. 

The terrorist has a WIL 25 and is 
about 40’ away from Jason’s present posi- 
tion. 

e Jason increases his Biosphere to 70%, 
using 20 Psi-points. 

e Jason uses 1 Psi-point required to 
power the Harm special effect. 

e As the terrorist is within Range Level 
5 it will cost 20 Psi-points to reach him. 

e Jason decides to spend 10 Psi-points 
on Damage. 

A total of 51 Psi-points spent so far. 


The chance to successfully /Jaunch the 
attack is 70% — a “44” is rolled on the 
D%. 


The chance for the attack to overcome 
the terrorist’s WIL is WIL 38 vs. WIL 25, 
a 60% chance. 
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Jason decides to increase his effective 
WIL, using 3 Psi-points, to 50 — which 
gives a 75% chance. D% are rolled, result- 
ing in a “67” — the attack succeeds. 


As a result the terrorist takes 10 HPs 
of Damage — which the GM describes as 
several lacerations opening across the 
man’s arms and legs. 

He is certainly shocked and fright- 
ened, so much so that the GM rolls under 
Jason’s Biosphere (which will now be at 
70% for the next 7 minutes) and informs 
him of the terrorist’s new emotional state. 

In fact, the GM decides, the terrorist 
is so scared he runs for it. 

Jason gives chase... 


Note that in play the calculation of 
the Psi-skill roll — how many points to 
spend, the final Psi-skill percentage and 
the effect — are all made by the Player; 
including the Psi-skill rolL 

The GM makes the Mental Attack D% 
roll, as the Player should not know the 
target’s WIL. 


Playing A Psionic 


e Psionics are not like the Magic Spells 
of other RPGs, due to the nature of the 
Psi-matrix they perform inconsistently. 
Please accept this when you don’t get 
the result you think you should. Final in- 
terpretation of how Psionics work in your 
game rests with the GM. 
e Help keep you GM’s workload down. 
Calculate the Psi-point costs for the Psi- 
skill use yourself; this also helps keep the 
game moving. 
e Keep a track of your Psi-point total 
and Psi-RR. 
e Once you decide on Aow you are 
going to use a Psi-skill do not change your 
mind after telling the GM. 
e If there is an effect your character 
uses regularly keep a note of the details 
on a file card. 
e GM’s are only human, and may forget 
that certain Psi abilities can give your 
character advance warning of danger (or 
other information). 
Remind them politely, and put down 
any oversight as a fluctuation in the Psi- 
matrix. 
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Character Creation & Psionics Summary — Page One 


Attributes Life Points 
STR 4D10+20 Damage Bonus (DB) STR+10-3 | (Ages x10) + INT + WIL 
END 4D10+30 # Recovery Rate (RR) END=20 

DEX 4D10+30 Actions (ACTS) DEX-+10 Professional Bonus 

INT 5D10+20 Idea rolls INT+10 Twenty percentage points 
WIL 6D10+10 (Psi Base Range - see page 85) divided between the PC’s 
PSI D% Psi Recover Rate (Psi-RR) PSI+10 “occupational” skills. 


For a summary of General and Common Skills see pages 26 and 27 
For Combat Skills see the COMBAT TABLES on pages 75 to 78 


Psionics Max No. of Psi-skills & Talents 
A Psi-active character has a number of points Psi-active PC PSI+10 
with which to purchase Psi-skills and Talents Non-active Psi PC PSI+20 
equal to their PSI attribute. 


Talents Enhanced Senses Spatial Awareness +5% bonus to these skills 
Listen ; +10% Climb +10% Acrobatics Mechanics 
Observation +20% Deftness +15% Arts Pick Locks 
Scent +5% Hide +5% Crafts Pick Pockets 
Taste +5% Jump +10% Drive Vehicle Pilot Aircraft 
Touch +10% Stealth +5% Escape Artist Ride 
intuition and any Weapon skill 


D% roll under the PC’s PSI to sense Danger 
Time & Directional Sense 


e The character knows the time without the need of a watch 
e Directional Sense performs in a similar fashion to an inertial locator 


See pages 81 to 83 


Psi-skills Biosphere SP: 20% 

Always in operation. 

Increased Range — decays at one Range Level every ten minutes. 
e Healing — 1 Psi-pt per 1 HP restored. 


e Attack tumbling — 1 Psi-pt per attack (must be declared before it is known 
if the attacks will hit or not.) 


e Pain blocking — Character can ignore the effect of any Critical Damage. 


Enhancement — Performance 
Bonus of +1% per Point spent, which is added to ALL skills, except Psi-skills. 


See pages 85 to 94 


Enhancement — Physical Attributes 
Every point spent gains a bonus applicable to a single Physical Attribute. 
This Psi-skill can be selected up to three times. 


Enhancement — Senses SC: 10 plus 5 per additional Sense 

Duplicates the “Enhanced Sense” Talent — with the option of further expanding the Senses 
e Infrared Vision. ¢ Ultraviolet Vision. e Advanced Hearing (Listen +30%). 

e Advanced Sight (Observation +30%, Hand Hurled & Projectile Weapons +10%). 

e Advanced Scent (Scent +30%). © Advanced Touch (Touch +30%). © Psi-matrix Perception 


Psychokinesis SP: 20% 
e Telekinesis — 1 Psi-pt per S5lbs. © Levitation — 1 Psi-pt per 10lbs. ¢ 5 mph per Psi-point. 
e Destroying Inanimate Matter — 5 Psi-pt per cubic yard. 
e Destroying Animate Matter — 10 Psi-pt per cubic yard & 1 Psi-pt per 1D10 Damage. 
e Temperature — 1 Psi-pt per degree for an area of 1 cubic yard: for larger areas see pg. 89. 
e Transmutation — 10 Psi-pt per cubic yard (drain of 1 to 100 Psi-pts from the Psionic.) 
Speed (mph) Damage Speed (mph) 
None [)] 
1D10-5 | 
1D10 Psi-pt cost 
2D10 
3D10 
4D10 90 [ 
5D10 8D10+20 
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Pepchouetry. 
e Surrounding Geography — eddie: up to current range level 
A: Pin-point accuracy. Full 3D knowledge, plus additional flashes of detail. 
B: Excellent accuracy — as A, but without the additional details. 
C: Accurate. Knowledge as if heard 2nd hand, or given in diagrammatic form. 
D: Poor accuracy. As C, but impressions are about the ‘ ‘general layout.” 
E: Least accurate. Vague idea of the major areas within a location. 
¢ Object Reading — applicable to an Object, Location or Person 
A: Pin-point detail. Visual, aural, tactile and empathic impressions. 
B: Excellent detail. As A, except no empathic impressions. 
C: Accurate detail. Visual and aural — some impressions may be purely visual or aural. 
D: Poor detail. Impressions are jumbled or overlaid — majority are single “visions” 
E: Least detail. As D, but the images are distorted. 
e Pyschometry vs. Biosphere. A character with Biosphere can “project” a selected Life-pulse. 
e Pyschometry vs. Implanted Psi-shields — GM’s Section. 
e Precognition — Wildcard. 
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Telepathy 


Clairvoyance/ Audience SP: 35% 
Character projects their sense of sight and hearing. Subject to trans-parallel influences. 
The chance of success is modified by how well the character knows the location:- 


Very familiar: None Area made known by Psi means: -20% 
Area visited once: -10% Area described in detail: -30% 
Area with basic Psi Range: -15% 


Locating a person — people with Psi-shield or Biosphere cannot be located by this method 
The chance is modified by how well the character knows the person:- 
Well known: -20% 


Made known by Psi means: -30% 
Personal object held by Psionic: -30% 
Reception SP: 10% 


Perception of thoughts/emotions 

A: (20) Total current mental state of the subject. 

B: (15) The current thoughts and detailed emotional state. 

C: (10) The foremost thought and present emotions. 

D: (5) The foremost single thought and strongest emotion. 

E: (na) The single, strongest emotion. 
e Image Lifting. (Subject — WIL roll gives a +50% modifier.) 
e Life pulse. As per Biosphere/Psychometry, but only for a living consciousness. The psionic 
can perceive the mental static and brain waves of the subject. 
e Mind Probe. Reception Psi-skill roll must be an A to D. Additional Psi-points must be spent 
according to how obscure (or hidden) the information is:- 

0: Information is currently important to the subject. 


+5: Information is unimportant or “half-remembered.” 
+10: Information is totally irrelevant or all but forgotten. 
Transmission SP: 20% 


e Telepathic Speech. (Subject — WIL roll gives +50% modifier.) 
e Thought Implant. Transmission roll followed by a Mental Attack. 1 Psi-point per “element” 
of the thought/emotion. Or 5 plus 5 per element of Sensory manipulation. 
© Psi-Blast. 
WIL Attack. Transmission and Mental Attack rolls. 
Subject’s WIL reduced by 1D10 per 5 Psi-points. 
PSI Attack. Transmission and Mental Attack rolls. 
Subject’s PSI reduced by 1D10 per 5 Psi-points 
OR subject takes 1D10 HP of Damage per 5 Psi-points 
Backfire — One percent chance per PSI or HP of “damage” taken by the subject. 
Damage is rolled twice — First roll: Maximum possible damage. 
Second roll: Damage, up to Maximum, which Backfires 
onto the Psionic. 
¢ Knowledge Implant. (Subject — WIL roll gives +50% modifier.) 
Cost: 1 Psi-point per 5% of the Skill Rating to be transferred. 
Implanted Skills and Knowledge are lost at 1% per day. 


Using Psi-Skills General: Each aspect can be varied by spending Psi-points. 
1 Psi-point to Power the Psi-skill use, or Special Use of a Psi-skill. 
variable Psi-points to increase Psi-skill Rating, Range, Effect. 
Psi-skill Roll is made. (NB: if fatled the Psi-points are still used.) 
Mental Attack roll — Psi-points used to increase Effective WIL. Use of Psi-points to increase 
effective WIL can be done after the neeea Biel roll. 
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Luther Arkwright’s details, page 105. Kapi- 
tan Klein, page 106. 


Having earlier identified Klein as a Disrup- 
tor Knight Arkwright decides to encompass his 
removal using, in part, Psionic means. 

In preparation for this he has spent an hour 
meditating to restore his Psi-point total to full. 


Klein, as this sequence begins, has been 
using Telepathy — Reception to probe the 
thoughts of the Czar and Archduke. Klein’s cur- 
rent Psi-points stand at 38, after a morning of 
mental spying. 


Arkwight is initiating a Combat, all be it a 
largely mental one. It is not something that 
Klein is expecting, so Arkwright attacks with 
Surprise (page 38). 

1D10 roll of 5. Klein loses all but 1 Act in the 
first Combat Round. 


Acti e¢ Luther places a Thought Implant 
(page 93) in the Red Guard. 

This is using Telepathy — Transmission. The 
Psi-point cost is — 1 (to power the skill use) plus 
6 to increase the Skill Rating to 70%. 

The D&% roll is a “32” — success. 


A PROBLEM To SE 

oe DEALT WITH... 
TAKING OUT AN 
AGENT OF THE Dis- 
-RUPTOR FORCES 
WITHOUT IMPLICAT- 
-ING SELF AROUSING 
UNDUE SUSPICION. 
JHE POSITIONING 
\S PERFECT... 
FIRST A THOUGHT 
IMPLANT.. .MAVING 
THE RED GUARD 
UNEASY... HAIR 
TRIGGER NERVOUS- 
“NESS ...NOW... 
DIRECT MIND 

CONTROL ... 


Arkwright must now overcome the Red 
Guard’s WIL to complete the Thought Implant 
(Mental Attack, page 98). 

WIL 64 versus the Red Guard’s WIL 43 — 
the “60” column and “40” row of the Resistance 
Roll Table (page 14), a 70% chance. 

Arkwright spends a further 3 Psi-points to 
increase his effective WIL to 79. This results in 
an 85% on the Resistance Roll Table — the D% 
roll is “72.” 

The Thought Implant is successful, Ark- 
wright has used 10 Psi-points. 


Act 2 ¢ Luther knows that complex Mind Con- 
trol of a Disruptor Knight is impossible. His 
strategy is to first upset Klein and then attempt 
a Thought Implant to have Klein respond with 
an action he has been reflexively trained to use. 

Arkwright tries for an initial Thought Im- 
plant of feelings of Panic. He constructs it in 
exactly the same way as the Red Guard’s 
Thought Implant. 

The initial Skill Roll is successful. Klein 
now realises he is under attack, he uses his Psi- 
points to increase his Psi-shield from 80 to 100, a 
cost of 4 Psi-points. 

The chance for success is 25%, a “56” is 
rolled. The Thought Implant fails, but Klein is 
naturally nervous at this point. 


Rules Example 103 Rules Example 


Act 3 ¢ Luther attempts another Thought Im- 
plant, although a more complex one. He urges 
Klein to Quick Draw his gun, but frames the 
thought in the same way Arkwright himself was 
trained by the Disruptors to Quick Draw. Klein 
experienced the same training regime himself. 

The Psi-point cost is 1 (to power) plus 10 
(final Psi-skill rating of 90%) pilus 1 for the 
complexity of the thought. 

The skill roll succeeds, Luther spends 20 
Psi-points to increase his effective WIL to 164. 
Klein has spent just 4 Psi-points again, effective 
Psi-shield of 100. 

To use the Resistance Roll Table just sub- 
tract 80 from each, giving 84 vs. 20 — a 100% 
chance of success, D% are rolled, resulting in 
*Q5,.” 

The Thought Implant succeeds and because 
the “thought” is not alien to Klein the second 
line of Disruptor implanted mental defences are 
side-stepped. 

He whips out his gun, but does not fire — 
using the one Act he actually has left in this CR. 


Act 4 ¢ Arkwright attacks Klein. Combining a 
movement of under ten feet with a Fist attack, 
attempting to Nerve Strike Klein’s gun-arm. 
Arkwright’s Fist rating is 80% (including his 
Enhanced Performance bonus of +20%). This is 
modified to a 70% by the Arm hit location Ark- 
wright is aiming for, he requires a score under 
“28” for the Nerve Strike to succeed — D% roll 
gives “22.” 

Klein falls his Dodge attempt and his END 
and DEX rolls, both made at -20% (page 45). He 
drops his gun and will not be able to use his 


RELINQUISH GRIP ON 
THOUGHT PROCESS... 
DISARM...POSITION IN LINE 


FAIRE 


right arm for 6 Combat Rounds. He also takes 11 
points of Damage (1D10+DB+5 for Fist), redu- 
cing his HPs from 73 to 62. 


The Red Guard, the only person not sur- 
prised due to Arkwright’s Thought Implant, 
readies his weapon in this Action. 


Act 5 e¢ Arkwright shoves Klein into the Red 
Guard’s line of fire. This is simple STR vs. DEX, 
giving a 40% of success. However, Klein is ruled 
to be already off balance, giving +10% to the 
chance of success. A “02” is rolled. 


Klein attempts to Dodge and fails again. 


The Red Guard takes Aim (page 116) for this 
Act. 


Act6 e¢ Arkwright move completely out of the 
line of fire. 


The Red Guard fires, he is using a .25 
Machine Pistol and firing a Burst of 6 shots. His 
Attack rating is 65%, plus 10% for the previous 
Act spent Aiming, to a final Attack rating of 
75% and he is trained in Double Tapping. 

The Attack Roll is “44” (x1 Damage Multiplier), 
the Burst roll is “21” (page 60) resulting in 5 
shots hitting. 


Klein again attempts to Dodge and fails. 
The Damage done is 2D10 times 5 — 


10+9=19x5=95. Reducing Klein’s HPs from 62 to 
-33 and blowing him out of the window. 
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Sample Characters from the Graphic Novels 


Luther Arkwright 

STR 50 +2 DB INT 64 
END 66 3 RR_ WIL 64 
DEX 70 7 Act PSI 84 


Fist 60 [Bone Brk -C, Nerve St. -C, Dam. +5] 


Kick 40 [Dam. +5] 


6 Idea 
(100’) 


Listen 
Observe. 
(4) Scent 
Taste 
Touch 
Climb 


Grapple 50 [Nerve P. -B, Throws 25, Locks 25] | Deft. 
L. Swrd. 70 [All: Dam +3, Disarm +15] Hide 
Shuriken 55, Bow 60 [Dam +2] 
Handgun 75, SMG S50, Rifle 50, Shotgun 45 
e Quick Draw, Double Tapping 


Jump 
Stealth 
DODGE 
THROW 


57 
50 
23 
23 
8 

90 
37 
50 
90 
30 
70 
35 


Admin 40, Anthropology 40, Archaeology 40,Camouflage 30 
Commu 30, Computer 40, Demolitions 30, Drive Veh. 50 
Electronics 30, Escape Artist 30, Forgery 25, History 80* 
Mechanics 25, Medical 40, Occult 45, Parapsychology 45 
Pick Locks 60, Pilot 25, Ride 50, Swim 50 

* — History is 80 Jess 2D10 per known Parallel 


Psionics PSI-Pro: 40 


Psi-pts: 84 


Tal: Intuition Psi-sk.: Biosphere 44, Enh—Performance +20%, 
Psychokinesis 20, Psychometry 25, Tele—Clair./Aud. 35 
Tele—Reception 40, Tele—Transmission 40 

Wildcard: Precognition Special: Transparallel Teleportation 


Harry Fairfax 

STR 44 +1 DB INT 47 
END 60 3 RR_ WIL 52 
DEX 63 6 Act PSI 57 


Fist 60 [Damage +1], Kick 40 
Grapple 45 [Locks 25] 


Knife 80 [Damage +2], Thrown Knife 65 
Handgun 45, Rifle 45, Shotgun 60 


Drive Veh: 40, Escape Artist 42, Forgery 20 
History 20, Lang: English SP: 67 WR: 57, 


Pick Locks 65, Pick Pockets 55 


Special Backgrounds: Area — The Maze. Connected — Royalist 
Movement. 


Rose Wylde — Para. 00-72-87 
STR 44 +1 DB INT 55 
END 43 2 RR WIL 47 
DEX 51 .5 Act PSI 66 


Fist 55, Kick 40, Grapple 40 
L. Swrd 65 [Parry Bonus +20] 
Handgun 60, Shotgun 50 

e Quick Draw 


Admin. 70, Commu. 45, Drive Veh. 60 
Explosives, Basic 50, History 40 


Lang: English SP: 75 WR: 65 
Lang: French SP: 65 WR: 55 
Research 70 
Psionics Psi-PRO: -55 


Special: Empathic Link 


4 Idea Listen 
Observe. 
Non-active | Scent 
Taste 
Touch 
Climb 
Deft. 
Hide 
Jump 
Stealth 
DODGE 
THROW 


5 Idea Listen 
(20’) Observe. 
(6) Scent 
Taste 
Touch 
Climb 
Deft. 
Hide 
Jump 
Stealth 
DODGE 
THROW 


Psi-pts: 66 
Tal: Enhanced Senses, Intuition Psi-sk.: Tele—Reception 65 


60 
65 
10 
10 
5 

45 
y ae 
56 
45 
65 
75 
40 
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Luther Arkwright 


This is Mr. Arkwight at the 
beginning of the Rat Trap, the 
first graphic novel. 

Luther’s main strength stems 
from the Enhanced—Performance 
bonus of +20%. When his Psi- 
points fall to zero his abilities are 
greatly reduced. 

Another curiosity are his Psi- 
skills, which function at a rather 
low level and require considerable 
Psi-point expenditure to use ef- 
fectively. His PSI Attribute was 
reduced by Disruptor attacks in 
1969. 

Note that his actual weapon 
skills have been abbreviated. 


Harry Fairfax 


Detailed prior to his near fatal 
injury and subsequent Healing by 
Luther. 

Special Backgrounds 
5 Area — The Maze. See page 

Connected — Royalist Move- 
ment. Harry organises the Royal- 
ist cause in the Maze. Controlling 
activities including Smuggling, 
Gun Running, the Royalist Press, 
Priest Holes and other safe houses. 


Rose Wylde 


The Rose of 00-72-87 was a 
“Latent” Psionic “awakened” in 
1979 by the efforts of the Rose of 
ZeroZero. 

The 00-72-87 Rose was already 
deeply involved in the conflict 
with the Puritans, holding (under 
the name of Joan Lilburne) a job 
at the Defence Ministry through 
which she secured vital informa- 
tion for the Royalist cause. Her 
commitment to this “provincial 
squabble” makes her, in some re- 
spects, a poor ZeroZero agent. 

Unfortunately her Psi-skills 
are not as developed as those of 
certain of her “Alternative 
Selves.” 


Kapitan Moritz Klein 
STR 50 +2 DB 
END 58* 


DEX 61 6 Act 


Fist 60 [Parry +20] Kick 40 [Dam. +2] 
Grapple 40 [Throw 25] 
Handgun 70 ¢ Quick Draw, Double Tapping 


Admin 50, Commu S50, Drive Veh. 60 
Electronics 60, History [00-72-87] 80 
Lang: SP: Prussian 70, English 60, French 60 


Russian 60 


Disruptor Knight 
INT 39 
2* RR WIL 52 
PSI 68 


3 Idea Listen 
(50’) Observe. 
(6) Scent 
Taste 
Touch 
Climb 
Deft. 
Hide 
Jump 
Stealth 
DODGE 
THROW 40 


Lang: WR: Prussian 60, English 50, French 50, Russian 50 
Law [00-72-87] 60, Research 50, Swim 40 


Psionics Psi-PRO: -94 


Psi-pts: 68 


Tal: Enhanced Senses Psi-sk.: *Enh—END (+15 END: 73 RR: 3) 
Tele-Reception 30, Tele-Transmission 40 


Psi-shield: Type A — 80 


Hiram J Kowolsky 
STR 32 — DB 
END 57 


DEX 40 4 Act 


Accounting 50, Admin. 60 


Arts: Line Illustration 30, Craft: Cook 30 
Commu 40, Drive Veh. 65, Forgery 25 
History 55, Lang: SP: English 90, French 80 
Lang: WR: English 90, Research 70 


* Tal: Intuition 


Rooks 

STR 4D10+20 
END 4D10 
DEX 4D10+20 


Handgun - Laser 65 


Programmed in required skills to 40 plus 
5 times 1D10 — a range of 45% to 90%. 
Maximum of INT divided by ten skills. 


Amour: 30 (20) [8] 


INT 53 
2 RR WIL 64 
PSI 73 


Fist 40, Kick 30, Grapple 30, Rifle 40 


INT 5D10+10 
WIL 4D10+10 
PSI — 


Fist 55, Kick 45, Grapple 50 [Locks 30] 


5 Idea Listen 
Observe. 
Non-active*] Scent 
Taste 
Touch 
Climb 
Deft. 
Hide 
Jump 
Stealth 
DODGE 
THROW 


Listen 
Observe. 
Scent 
Taste 
Touch 
Climb 
Deft. 
Hide 
Jump 
Stealth 
DODGE 
THROW 


Psionics — Special: Telepathic Link 


Psi-shield: Type B — 70 
Rooks 


The cloned drone soldiers of 
the Disruptors. 

Rooks are generated using the 
guidelines above. 

Specially designed Rook teams 
have been bred with enhanced 
Physical Attributes and increased 
basic skills; including specialists 
in close quarter fighting, who use 
Hand Held Weapons. 


Rook Abilities 
e Fire Teams. A group of up to 
five Rooks can select a common 
target, provided they are all using 
the same weapon. Only a single 
Attack roll is made, at +10% per 
Rook in the Fire Team. 
e Telepathic Link. The Rooks 
are in constant Telepathic com- 
munication with each other. 

What one Rook sees, all know. 


Kapitan Moritz Klein 


A Disruptor Knight. 

Klein was established on Para 
00-72-87 in 1972. 

He served in his position as 
Aide-de-camp to Feldmarschall 
Wittgenstein from 1981. 


Details of his activities are, of 
course, scarce. Although Zero- 
Zero had had some information 
that a Disruptor Lodge was close 
to Prussian High Command. 


A team of ZeroZero agents 
was given the task of finding and 
removing this influence in the 
spring of 1984, but obviously 
failed. 


Hiram J Kowolsky 


Born in 1949 in Brooklyn, New 
Amsterdam. 

Kowolsky held a variety of 
menial jobs whilst trying to earn 
a living as a writer. 


In 1978 he moved to Paris, 
where a chance remark inspired a 
small piece of journalistic article 
which was accepted by the Paris 
office of the New Amsterdam 
Herald. 

Kowolsky travelled widely in 
France, slowly building a reputa- 
tion as a Foreign Correspondent 
and writing two travel books. 


In 1980 he visited England for 
the first time and recognised the 
potential crisis facing the Puritan 
regime. 

In 1981 he was commissioned 
to report on the St. Petersburg 
Treaty, where his intuition 
singled Arkwright out as a news- 
worthy subject. 


Rook Weaknesses 

© Top Heavy. Any attack doing 
over 20 points of Damage, which 
hits the chest or higher, has a per- 
centage chance equal to the Dam- 
age done of knocking the Rook 
over. 

e Programming. Rooks are pro- 
grammed with a set of objectives 
and preset responses. When en- 
countering circumstances beyond 
the scope of their programme an 
Idea roll must be made to formu- 
late a response to it. 


@®Mame filaster’s Section 


Imtroductiomn 


If you are new to Game Mas- 
tering it can seem, on first im- 
pression, to be an overwhelming 
task. 

Fortunately, as with other first 
impressions, this is far from true. 


One thing is a prime impor- 
tance, and should never be lost 
sight of, is that YOU, the GM, are 
playing this game for enjoyment. 

In fact, if you don’t enjoy what 
you’re doing it is extremely doubt- 
ful that your fellow players will 
be enjoying it either. 


A discussion of the GM’s role 
in LARP follows. 


After which the Game System 
is reviewed (together with details 
of various optional rules) and 
notes on how to use (and adapt) 
the rules during play. 

This is followed by a discus- 
sion of the Arkwright Cosmology. 
Which gives the basic references 
necessary to understand how the 
Multiverse, or at least this ver- 
sion of it, works. 

The whole story is given here, 
revealing the Truth behind the 
Truths known to ZeroZero and 
the Disruptors. 


Finally the GM’s Section is 
rounded out with details of how 
to design the Parallels on which 
your players will adventure and 
how to go about creating the Ad- 
ventures they will have on them. 


You may decide to use all, 
some or none of what follows, de- 
pending on how experienced at 
Role-playing you are and your 
own opinions and ideas about the 
Adventures of Luther Arkwright. 
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The Game Master’s Role 


The GM is responsible for or- 
ganising and administering the 
Adventure that the Players under- 
take. 

He describes the Adventure si- 
tuation and decides, through in- 
terpreting the Game System, what 
the final results of the PCs’ (and 
NPCs’) actions are. 


A GM needs to be imaginative: 
you probably are, or you would 
not be interested in Role-Playing 
in the first place. 


A GM must be able to impro- 
vise as a result of the players’ ac- 
tions. 

This is very important. With- 
out improvisation the players have 
to act along predetermined lines 
within the Adventure. 

If you, as a GM, keep forcing 
them to do this then they will ra- 
pidly come to the conclusion that 
everything they do is predestined 
and the actions of their characters 
can have no real effect on the 
game. 


Improvisation of lesser details 
within the game is also important. 

If a player asks you for a de- 
scription of a room, only to be 
told, “It’s just a room, with a desk 
and some chairs.” They are likely 
to suspect that the following 
room, described in glowing detail, 


has something important either in 


or about it. 

(One trick is to keep the length 
and style of your descriptions, for 
either important or unimportant 
locations or people, about the 
same.) 


The GM is not the players’ op- 
ponent, or on the side of the Dis- 
ruptors. 


Much of the enjoyment from 
being a GM comes from watching 
the players interact with the si- 
tuations you create, seeing them 
solve the problems set them (often 
in unexpected ways) and knowing 
the Big Picture — the whole 
scheme of things — where the 
players (and the PCs) do not. 


Whilst the GM should be tot- 
ally impartial, and not care if 
either the PCs or the Disruptors 
win, you are actually biased to- 
wards helping the players along. 


Adventures are written taking 
the point of view that the players 
will overcome the obstacles they 
encounter. That, at the final show- 
down, the Disruptors will lose. 

Although this is qualified by 
the fact that the players have to do 
the right things, in your view, to 
deserve their triumph. 

Helping the players along is 
part of the GM’s Arf. It should be 
done invisibly and you should re- 
move this support if it becomes 
clear that the players are relying 
on it. 


Designing or 
Buying Adventures 


The Adventure can be one de- 
signed by the GM, or an Adven- 
ture written by 23rd Parallel 
Games. 


The former type of Adventure 
can be the best sort to play and 
has a number of advantages. 


The GM will know every 


aspect of the Adventure intima- 
tely. 

Therefore, improvising a re- 
sponse to unexpected Player ac- 
tions is easier. (And your Players 
will come up with plans, theories 
and misunderstandings that you 


could not possibly have antici- 
pated.) 

The Adventure can be de- 
signed for a specific group of PCs, 
as a fair test their skills and capa- 
bilities. (Player do not enjoy being 
confronted with challenges their 
characters lack the ability to deal 
with.) 

The Adventure can concen- 
trate on those aspects of the game 
that the GM and his Players find 
the most interesting. 


The biggest disadvantage of 
this sort of Adventure is the time 
it takes to write and, after a 
while, the GM may begin to lack 
inspiration. 


A bought Adventure has the 
obvious advantage of saving on 
time. 

The GM reads through the Ad- 
venture and, once familiar with 
the situation, can referee it for his 
Players. 


However, the Adventure might 
not be at all what the Players (or 
GM) would like to do. 

Specifically it may require the 
use of Skills or the presence of 
Psionics which the PCs do not 
have. 

Nor will the GM ever be so 
totally familiar with it as the pro- 
duct of their own mind. 

On the other hand they can 
provide inspiration to a GM’s 
jaded creativity — putting his 
Players into a new and different 
situation. 


The 23rd Parallel adventures 
for LARP are designed with an 
eye towards getting the best of 
both worlds. 

The easiest way to start GMing 
is to run a few 23rd Parallel Ad- 
ventures until you are familiar 
with the Game System. 

During this time you'll learn 
what you do and don’t like about 
such Adventures, and can then 
carry over the elements you do 
like into the Adventures you write 
yourself. 


Fortunately you can still save 
time, by buying 23rd Parallel 
LARP Adventures, and adapting 
them to fit your own criteria. 


Alternatively suitable Adven- 
tures created for 


other Role- 


Playing systems can be adapted 
for LARP. 

What Adventures you select to 
adapt will depend on your exper- 
ience with other Role-Playing sys- 
tems. 

Certainly the easiest to adapt 
are Role-Playing adventures set in 
a contemporary setting, where 
the “Bad Guys” can often be de- 
scribed as Disruptor controlled. 


Practical Considerations 


Make sure you know where the 
information you'll need during 
the Adventure is kept; nothing 
slows a game down more than 
having to search through a multi- 
tude of files or folders. A ring 
binder file, with dividers, is ideal 
for organising your notes. 


Have plenty of paper on which 
to make notes during play. Includ- 
ing some scrap paper on which 
you can pass private notes to play- 
ers, should the game situation re- 
quire it. 


File cards are ideal for record- 
ing the NPCs’ details. 


The players should also have 
paper to make notes on — make 
sure everyone brings something to 
write with. 


Squared paper can be used for 
maps. On the largest pads you can 
draw scale floor plans on which 
counters or 25mm models can be 
placed to represent the PCs and 
NPCs positions — particularly 
useful in combat situations. 

Permission is given to photo- 
copy the tables and (small) sec- 
tions of the rules which you feel 
will help you in play. 


Ideally each player should 
have a copy of the Skill Resolu- 
tion and Resistance Roll Tables 
and a Character Sheet. Copies of 
the Combat Tables and Character 
Generation & Psionics Summary 
pages are also useful. 


For Psionic characters a com- 
plete copy of those Psi-skills they 
have can be very helpful. 


Your copies of the tables can 
be stuck to a screen (see the Intro- 
duction, page 6) for ease of refer- 
ence during play. 
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During play having one copy 
of LARP for the GM and another 
for the players can speed things 
up considerably. 


A copy of each PC’s details 
can prove invaluable, especially 
when checking against skills such 
as Listen or Observation, or if the 
character has a Psi-skill like Bio- 
sphere. 


Preparing For Play 


The most important thing is to 
be familiar with the Adventure 
you are going to run and the PCs 
that your players are going to use. 

If necessary lay enough time 
aside to discuss the characters 
with the players. 


Try to anticipate what you will 
need during the Adventure and 
have it to hand. 

This will become easier once 
you know your players (and the 
characters they are playing), be- 
cause you will often be able to 
predict their likely response in a 
given situation. 


Equally importantly consider 
the Adventure from the point of 
view of the Non-Player Charac- 
ters. 

The hardest thing about 
GMing is to play a large number 
of NPCs as recognisable individ- 
uals. 

The most common mistake is 
to have the NPC act as if they un- 
derstand the wider implications 
of their actions. Which, unless 
they are very well informed in 
the context of the Adventure, 
they will not. 

NPCs are as likely, in some 
cases more so, to make mistakes, 
jump to the wrong conclusion or 
fail in what they attempt as the 
PCs. 


Consider what the NPCs know 
at the beginning of an Adventure. 
What they learn or experience 
during it (usually as a result of 
the PCs’ activities) and how they 
will react to the changing situa- 
tion. 


There are a number of short- 
cuts that you, as a GM, can take 
that the players cannot. These are 
detailed during the GM’s Over- 
view of the rules. 


Playing an Adventure 


To begin with you will have to 
brief the players on what back- 
ground information they know. 

At the start of most Adven- 
tures this will include a descrip- 
tion of the Parallel the PCs are on, 
a summary of who and where 
their characters are (including 
what each character knows about 
the others, if anything.) 


After giving this basic infor- 
mation pause to ask the players if 
they have any questions, either 
about the Parallel or the PCs. 

This can then be followed by 
the first part of the Adventure 
proper. 


The Adventure is then played 
until a convenient place _ is 
reached to halt the action at until 
the next gaming session. 

The average time for an adven- 
ture session is between three to 
four hours. 

Although some Gamers will 
spend up to six hours in an even- 
ing or even arrange to spend an 
entire Saturday or Sunday gam- 
ing. 

How long you play is up to you 
and your players to decide. 


When you break play have 
each player note their character’s 
present circumstances. This 
avoids confusion, especially if any 
of the PCs is injured, or has used 
Psi-points they have not yet reco- 
vered. 

(Note that the Character 
Sheet, page 159, is designed with 
out a space for Hit Points. Have 
your players record their current 
HPs in the margin of the sheet at 
the end of play, together with any 
notes on the nature of their injur- 
ies.) 

Take some time to make any 
notes you feel are required on 
what happened during the play. 


At the next session start with a 
brief resume of what has hap- 
pened so far, making sure the 
players agree with your summary 
of events to date. 

Then continue with the Ad- 
venture, taking as many gaming 
sessions as are required to finish 
it. 


The Game Master’s Art 
e Giving a Player Information 


There are several ways the GM 
can give a player information. 


The GM acts as the PC’s 
senses, describing what they see, 
hear, taste and touch. 

The GM has to describe the lo- 
cation that the PC is in; giving en- 
ough detail for the player to be 
able to visualise and act on the in- 
formation he gets. 


For example 

GM: You are on Waterloo Sta- 
tion, Platform Two, it is a little 
past ten at night, the platform is 
poorly lit, by cold looking neon 
lights. 

The platform is crowded with 
trolleys piled high with blue Post 
Office sacks. There are between 
eight and twelve Railway Guards 
on the platform, and about twenty 
passengers. 

A cold wind is blowing along 
the platform, outside it appears to 
be raining. 

Your train is due at twenty 
past. 


The GM has to prompt the 
player with information that their 
character would know, but they as 
a player would not. 

This is usually information re- 
levant to how the PC would inter- 
pret what he sees, or act in any gi- 
ven situation. 


For example 

GM: As you wait you see a po- 
liceman begin walking down the 
platform. He is quite close to the 
edge, but is looking into the faces 
of the people on the platform as 
he approaches your position. 

You can see he is armed with 
an automatic pistol; the holster is 
different to the one for the usual 
police .38 revolver. 

As an ex-London police offi- 
cer yourself you know he is likely 
to be a member of SCRU — the 
Special Criminal Response Unit. 


You must also prompt the play- 
er with information they may 
have forgotten, but their charac- 
ter will still recollect. 


For example 

GM: You also recall that Keats, 
the madman you interviewed in 
the hotel in Knightsbridge, 
claimed that SCRU were secretly 
controlled by the Order of Le- 
vellers; who you just happen to 
be fleeing at the moment. 


The GM tells the player the re- 
sult of his Skill rolls. 

Certain rolls can be made 
openly, where the results would 
be immediately obvious to the PC, 
others should be made secretly by 
the GM. 

These normally include 
Listen and Observation rolls. 


For example 

The player requests an Obser- 
vation roll on the approaching 
SCRU officer. The GM rolls D% 
secretly, getting a C Result Area. 

GM: You notice two other 
things. 

One, he is either a trifle fat or 
is wearing a bullet-proof vest. 

Two, you can see a wire run- 
ning from his collar to his left ear. 


Information has to be adapted 
following the player’s actions. 

This can mean that the player, 
by correctly phrasing a question 
or request, can circumvent the re- 
quirement for further Skill rolls. 


For example 

The player controlling the 
character says the PC will try to 
Observe any other SCRU officers 
that are on the platform, especi- 
ally any in plain clothes. And that 
in particular he will be looking 


closely for any other “ear piece 
wires.” 

The GM knows that there are 
two other officers on the plat- 
form, both dressed as middle-class 
passengers; but as the player has 
specified what he is looking for 
and how (correctly, as it turns 
out) he intends to identify them, 
the GM gives him the information 
without requiring an Observa- 
tion roll. 


The GM continues giving nar- 
rative information about the cir- 
cumstances surrounding the PC, 
until the player alters what the 
character is doing. 


For example 

GM: The SCRU officer is still 
walking along the platform. The 
other two men who also have ear- 
pieces are waiting at the bottom 
of the steps that lead on or off the 
platform. 

The SCRU officer is thirty 
feet away ... twenty ... 

Player: My character will 
Hide, 55% chance, behind a trol- 
ley piled with mail sacks, but I'll 
keep the uniformed officer in 
sight. 

GM: Rolls the D%, as the PC 
will not know if he has succeeded 
in Hiding or not until the SCRU 
officer’s actions make it clear. 

The result is a fail. The GM 
also checks to see if the character 
notices that he has not moved far 
enough round the trolley to be 
hidden (page 17), this also results 
in a fail. 


The GM continues the de- 
scription: The SCRU officer, still 
walking at the platform’s edge, 
comes level with your position. As 
he does so you see his lips begin 
to move ... 


The GM must also give rele- 
vant information with regard to 
the modifiers he (openly) applies 
to the Skill rolls made by the 
player. 

And can then further interpret 
what information results from the 
Skill roll, using the Result Area 
as a guide. 


For example, continuing the 
above... 

Player: I’ll try a Listen roll, 
55%, and try to make out what 
he’s saying. 


GM: You can make the roll, but 
at -10% modifier due to all the 
noise on the platform, and he is 
whispering. 

Player: 45% chance then. I roll 
- 36, Area E. 

GM: Who knows that the 
SCRU officer says, “Subject in 
sight, all Alpha Units close in on 
my position.” Tells the player that 
his character hears, “Subject 
(mumble, mumble) Alpha Units 
close in (mumble, mumble) -tion.” 


e Game Time 


Everything a PC does takes 
time in the game. This is not the 
same as the time it take for the 
player to tell the GM what his 
player does, or for the GM to de- 
scribe a situation. 

It is important to keep a pro- 
per track of Game Time — especi- 
ally in Combat; although that is 
discussed separately later on. 


iy. 


In most Adventure situations 
the PCs will be working against 
some sort of deadline; whether 
they are aware of it or not. 

As a GM you have to remind 
the player how quickly time is 
passing in the Game. 


An attempt to use Electronics 
to repair a radio can take any time 
from minutes to hours of Game 
Time, but use only a few moments 
of actual playing time. 
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A request for a more detailed 
description of a location can take 
little or no Game Time, but in- 
volve two or three minutes of ver- 
bal description from the GM (and 
possibly an Observation roll.) 


It is important to keep things 
moving in terms of both playing 
and game time. 

The players should be allowed 
a reasonable amount of time to 
discuss the alternatives available 
to their characters; especially 
when facing a dangerous situa- 
tion. 

Although, in general, a quarter 
of an hour of playing time should 
be the limit of any discussion by 
the players. 


This amount of time could 
have to simulate hours of careful 
planning made by the PCs in 
game time. 

To help speed the planning 
along the GM can point out ob- 
vious mistakes or flaws in what 
the PCs are discussing, maybe 
using an Idea roll or two. 


e Dealing with Difficult Play- 
ers 


Some players can cause trouble 
over how the GM interprets the 
Game System. 

The final word is the GM’s. 


However, when a severe dis- 
agreement arises it is best to sus- 
pend play and hold an open debate 
between all the players and the 
GM to resolve the matter. 

That way, if what happened in 
the game needs to be altered, it 
will not cause too much disrup- 
tion to the actual game. 


If a player is getting bad tem- 
pered about the game it could just 
be an indication of how involved 
they feel in the game. 

So remind them that it is, 
when all is said and done, a Game. 


There are some players who 
seem to delight in being awkward, 
obnoxious or so raucous that it 
disrupts the game for the other 
players. 

All such a player may need is a 
quiet, private word. On the other 
hand there are some that will not 
be told, these are best told that 
they are no longer wanted around 
the gaming table. 


e Using the Game System 


The major advantage the GM 
has over the players is that he can 
make secret dice rolls. 

This means that you can 
change the results in order to suit 
the requirements of the Adven- 
ture. In other words, lie. 


Any such “adjustment” should 
be applied in the players’ advant- 
age. 


Examples would include: 


e Reducing the Damage done to 
PCs in Combat, so that they are 
wounded rather than killed. 

e Tinkering with Observation 
and Listen rolls, so that the PCs 
obtain specific information they 
need to progress in the Adventure. 
e Applying the least possible 
“harm” following a Failed Skill 
Roll by a PC; but not NPCs. 

For example, if, on a moun- 
tain road, both the driving PC and 
pursuing NPC fail their Drive 
rolls the NPC’s car will be the one 
which plunges over the precipice, 
whilst the PC’s car crashes into a 
rock at the side of the road — the 
car will be wrecked, the PC in- 
jured, but still alive. 


How far you go with this 
should be moderated by the play- 
ers’ actions. 

It is quite likely that a player, 
especially one who GM’s himself, 
will know about the “fudging” all 
good GMs indulge in. If he is a 
good player he won’t take advant- 
age of it. 

As for players that, as you see 
it, try to take advantage, then let 
the dice fall where they may. 

It might be that luck will be 
with them, but eventually the law 
of averages will catch up with 
them. 
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Creating the 
Player Character 


Character Attributes 


On some parallels and even in 
different parts of any Earth the 
average STR, END and DEX can 
vary due to racial type, diet or 
other circumstances, such as pol- 
lution. 

Likewise INT, WIL and PSI 
are, to some extent, controlled by 
the environment. On certain par- 
allels the effect of Disruptor acti- 
vities can impose a maximum 
INT, WIL or PSI. 


As an alternative to totally 
random generation of the Attri- 
butes the GM could allow his 
players the best out of two rolls 
for each Attribute. Or stipulate a 
minimum score for certain Attri- 
butes, which, if not reached, al- 
lows the player to roll again. 


The PCs are designed to be 
slightly better than average, for a 
man or woman between 16 to 40 
years of age. 

So, in actuality, the LARP 
“Average Man” would be generate 
his Attributes using: 


STR 3D10+20 
END 3D10+30 
DEX 4D10+20 
INT 5D10+10 
WIL 6D10+10 
PSI D% 


A Youth, of between 10 and 16, 
would have: 


STR 2D10+Age 
END 2D10+Age 
DEX 4D10+Age 
INT 4D10+Age 
WIL 5D10+Age 
PSI D% 
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Oldsters 

Most people go into physical 
and mental decline with the pass- 
ing years. 

People over 40 lose 1D10 to 
STR, EDU and DEX per decade, 
or fraction of a decade, over 40. 
They lose 1D10 from INT and 
WIL every two decades, or part 
thereof, over 40. 

So a 68 year old character is 
created using: 


STR 3D10+20-2D10 
END 3D10+30-2D10 
DEX 4D10+20-2D10 
INT 5D10+10-1D10 
WIL 6D10+10-1D10 
PSI D% 


Using Life Points 
— Special Options 


Altering Attributes 


Life Points can be spent, if the 
GM allows, to increase an Attri- 
bute. 


STR, END and DEX can be in- 
creased on a point for point basis. 

INT and WIL can be increased 
by 1 point per 2 Life Points spent. 

NB: The Life Points available 
to the character are NOT recalcu- 
lated, the character is assumed to 
have spent time improving their 
mind. 

PSI cannot be increased — it is 
the only truly random attribute. 


Special Backgrounds 


The player can, if the GM al- 
lows, use their Life Points to 
purchase one or more Special 
Backgrounds for their character. 


The cost of these is rated in 
multiples of 5 Life Points, de- 
pending on how much advantage 
the GM considers that the back- 
ground will give the character. 


Note that the background only 
refers to the character’s native 
Parallel. Although certain may ap- 
ply on similar Parallels. 


What the Special Background 
implies with respect to the indi- 
vidual character must be agreed 
between the player and GM dur- 
ing character creation. 


During play the GM has the fi- 
nal word on what the Special 
Background can be used for, or 
it’s effect on the Adventure being 
played. 


Sample Special Backgrounds 


e Wealth (Cost: 10 LP) 

The PC is rich. 

During play they will never 
have to worry about Money. The 
exact nature of their wealth will 
be determined by the society they 
live in. 

This can mean that the charac- 
ter will have to belong to a certain 
social class or group in order to 
be wealthy. Although the player 
should be allowed to decide the 
initial premise of the character’s 
wealth. 

Having such riches may also li- 
mit the skills that such a charac- 
ter will have access to. 


e Famous (Cost: 5, 10 or 15 LP) 
The cost of this background 
varies with the degree of Fame. 


5: Restricted to the character’s 
social group or one part of society 
in general. 

For example, a famous writer 

or artist. 
10: Generally well known in all 
walks of life. Will be known 
where ever the culture that 
created the fame extends. 

For example, a rock star could 
be equally well known in Paris 
and New York or where ever the 
“Western” culture which embo- 
dies his fame extends. 

15: World famous. Such a charac- 
ter’s reputation would extend to at 
least 75% of the globe. 

For example, certain film 
stars, the heads of state of major 
world powers or religions. World 
fame might also have been 
achieved for some notable act in 
the character’s past, such as being 
the first Man to set foot on the 
moon. 


e Connected (Cost 5, 10 or 15 
LP) 

The character has influence in 
one or more areas of society. They 
might be a powerful industrialist, 
a philosopher or crime lord. 

The exact cost of the Back- 
ground depends on the degree of 
influence the character can exert. 


e Area (Cost 5 LP) 

The character is intimately fa- 
miliar with an area, or part of 
society. It is their “Area” of ex- 
pertise in which, were it a Skill, 
they would have a 100% rating. 


Within the limits agreed by 
the GM they will know everyone 
(just about) and how (almost) 
everything works in their chosen 
Area. 

For example, Fairfax has the 
Area background of the Maze, 
the royalist ghetto of London. 

He knows everyone else’s busi- 
ness within the context of what 
goes on in the Maze. He can find 
arms dealers, drug dealers, pimps 
and prostitutes, good doctors, 
dodgy priests and competent for- 
gers. 


How these Special Back- 
grounds work within the context 
of the PC’s Parallel of Origin (and 
if any part of it can be carried 
over to another Parallel) will have 
to be agreed between the player 
and the GM. 

After deciding the Special 
Background a useful idea is to 
“dry-run” a few examples of how 
the Background will work, until 
both the GM and player are com- 
fortable with it. 


For example, on a Parallel 
much like our own a player de- 
signs a character as an influential 
“middle-ranking” executive of a 
world-wide business organisation. 

He wants the Special Back- 
ground of Connected to simulate 
the influence and privileges such 
a yuppie high-flyer could expect. 

The GM agrees and, together 
with the player cites the following 
examples: 


e Company cars. Anywhere in 
the world that the company has a 
base the character can get a vehi- 
cle, often with a driver. 

e Prestige. The character will 
have few problems with customs 
or any other “official” agency, 
once they know Who He Is and 
Who He Works For. 

This also means he can hope to 
get away with minor infringe- 
ments of the Law. 

e Research and Support. The 
company has computer, legal and 
security services, all of which the 
character has some access to. Ex- 
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actly what and how he can use 
they will depend on how he justi- 
fies the use to his superiors. 


Professional Bonus 


This can be withheld from 
characters. It can also be in- 
creased to reflect particular 
“careers” that are emphasised or 
encouraged due to the cultural 
circumstances on the parallel. 

Any relevant “career” areas 
should be noted in the Cultural 
Template for the parallel. 


Disruptor manipulation can 
have a particular effect on the 
Professional Bonus. 

They might, for example, man- 
ipulate a reduction in a Govern- 
ment’s spending on it’s Health 
Service, causing a knock on re- 
duction in all round “Medical 
Training” and so reducing the 
Professional Bonus for a “Doctor” 
to +15%. 

Alternatively a culture where 
the use of Information Techno- 
logy is encouraged, could result in 
a +25% Professional Bonus to a 
character whose chosen career re- 
volves around Computer use. 


Final Adjustment 


Hopefully this should just be 
an opportunity to make a copy of 
the character for your own re- 
cords. 


The final decision on what 
skills to allow the player rests 
with you, the GM. 


The Life Point system is de- 
signed to allow the player to cre- 
ate a character with two to three 
main skills. One or two of which 
can be further enhanced by the 
use of the Professional Bonus. 


If a player comes up with a 
character who they want to have 
an exceptional number of high 
Skill Ratings you can allow them 
to do this, if you feel the charac- 
ter’s rationale deserves it and that 
the character will not unbalance 
the game at the other players’ ex- 
pense. 


Certain characters will, unfor- 
tunately, not be consistent with 
their backgrounds and rationales. 


Others may follow the same 
formula as characters previously 
created by the same player. 


Sometimes the best solution 
rests with giving a player who de- 
signs an unbalanced character too 
much of a good thing. 

Simply redistribute the Life 
Points they have spent on certain 
skills to those skills they consider 
of the greatest importance. 

This will result in a character 
with a small number of “top hea- 
vy” skills, all you then have to do 
is write an Adventure in which 
none of the character’s skills fea- 
ture in any important way. 


The best solution is, of course, 
compromise. Explain to the player 
why you think the character is 
unbalanced, and decide with him 
the alterations which have to be 
made. 


The Game System 


The dice are the tools of the 
Game System, use them as such. 


When a situation arises and 
you are not sure what should hap- 
pen let the dice decide — roll a 
1D10 and assign the possible out- 
comes to the dice roll. 


For example, a shop-keeper 
bursts into the storeroom at the 
back of his shop, to discover the 
PCs fighting a Rook. 

Possible reactions include: 
fainting, demanding what is going 
on, beating a panicked retreat, 
withdrawing to call the police, 
joining the fight on the PCs side 
... and so on. 


There are five options above, a 
1D10 roll divided by two could be 
use to generate the option the GM 
applies. 


Using Your Players 


Have your players make most 
of the dice rolls. Tell them the 
modifiers relevant to any situa- 
tion where the roll can be made 
openly and leave the work up to 
them. 

This will save your time and 
effort and make sure that the 
players are involved in the game. 

There is nothing worse, from a 
player’s point of view, than seeing 


everything their character at- 
tempts resolved by the GM. They 
do not feel as if they are actually 
controlling the PC at all. 


You can also have your players 
make the dice rolls for some 
NPCs. 


For example, if the PCs are 
Listening for a strange noise in a 
crowded room the other people, 
the NPCs, might also hear the 
noise. 

Assign an average Listen skill 
and have your players make the 
required number of dice rolls — If 
the NPCs hear the noise their re- 
action will let the PCs know it’s 
there. 


Skill Resolution Rolls 


It is not necessary, or desir- 
able, to call for a Result Area on 
every Skill Roll. 


Simply for the roll to succeed 
or fail will generally be enough. 


Modifiers to the Skill Roll 


These can have a bearing on 
deciding what level to purchase 
skills to during Character Crea- 
tion. 


As noted most N-Crit skill use 
qualifies for a +20% modifier. 


This means that a character 
with plenty of time to think about 
his actions has a far greater 
chance of succeeding. 


So a character at the foot of a 
cliff, with time to select the best 
route up it, who is rested and in 
good health, would get a +20% to 
his Climb skill. 


A PC chased by a pack of 
wolves who comes on the cliff and 
begins climbing immediately 
would Climb at his basic percent- 
age chance. 


The use of one skill can often 
modify the use of another, thus 
the Conflicting Skill Modifier. 
This can be put to the PC’s ad- 
vantage. 


In the situation above, if the 
wolf pack hunted character 
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paused to successful use Observa- 
tion before beginning his climb 
he would (if the GM so rules) gain 
a bonus equal to the appropriate 
“Conflicting Skill Modifier” 
when making his Climb roll. 

.. but how much closer will the 
wolves have got? 


Do not get bogged down in ap- 
plying Modifier after Modifier to 
a Skill Roll, select two at most. 

Too many Modifiers can slow 
the pace of the game down. 


Sometimes, however, circum- 
stances can get so fraught that a 
multitude of Modifiers, gleefully 
discussed and applied to a PC’s 
skill roll can increase the enjoy- 
ment (and tension) of the game. 


To save time NPC’s Skill Rolls 
can be made at their un-Modified 
percentage whatever the circum- 
stances. 


The entire Game System can 
be simplified at a stroke by omit- 
ting the use of certain Modifiers. 
If you decide to do this make sure 
and apply the change equally 
throughout the Game System. 

Discuss any change you do 
make with your players. 


Resistance Roll Table 


Obviously certain “matches” 
will have no chance of succeed- 
ing, whilst others, such as “95” vs. 
“5” have a One Hundred Percent 
chance of success. 


Depending on the circum- 
stances the same rule as the Skill 
Resolution Table could be applied: 
Always a 5% chance of success, al- 
ways a 5% chance of failure. 


Failed Skill Rolls 


The full weight of this rule 
should only be applied to situa- 
tions where the failed Skill Roll 
has placed the character in im- 
mediate danger. 

Otherwise, just have the player 
make the complete Skill roll 
again. 


NPCs need not be allowed 
such kind consideration. 


In the example on page 17, had 
an NPC pilot failed his Pilot roll 
his plane would, if the GM so de- 
sired, simply crash. 


NB: A failed Combat Skill roll 
or Psionics roll cannot be cor- 
rected. 


Skill Definitions 


You decide how a skill will 
perform in any given situation. 

It may take more than one 
Skill Roll to achieve a certain re- 
sult. 


For example , one Administra- 
tion roll to determine how a fil- 
ing system works, another to lo- 
cate the file the PC wants. 


Using the Attributes 


Always consider if a Skill 
should be used rather than an At- 
tribute. 


A character trying to sketch 
someone, but does not have Arts 
have them use Architect, at -10%, 
rather than a Result Area roll un- 
der PSI or DEX. 


Encourage your players to sug- 
gest ways of using other Skills or 
Attributes when they come across 
situations they cannot deal with 
through the direct use of a Skill. 


C<“ormmbat 


The Combat rules for LARP 
are designed to simulate the 
fighting which happens in the 


“Adventures of Luther Ark- 
wright.” 
Some _ role-playing systems 


weight the Combat so that the 
PCs can often be hit several times, 
by a very powerful weapon, be- 
fore even beginning to feel their 
injuries. 


The Combat rules in LARP are 
slightly tilted towards encoura- 
ging the survival of PCs. 

Thus the “half damage” when 
an Active Dodge is made, which 
in itself gives two chances to 
Dodge an attack. 


In the case of modern Auto- 
matic Weapons the rules are de- 
signed to simulate the genre of 
action movies and comics where a 
lot of shooting is done, but (on 
what must be a poor Result Area) 
no one — especially the Hero — 
gets hit. 


Combat can get very compli- 
cated, especially as both the play- 
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ers and GM can (indeed, should) 
get excited during a combat situa- 
tion. 


There are certain things the 
GM can do to speed up and sim- 
plify his side of the Combat, these 
are discussed with regard to each 
part of the Combat rules. 


The players, especially in 
Combat, should be relied on to 
keep an accurate record of their 
PCs circumstances. 

They should keep a track of 
their Actions, HPs and ammuni- 
tion used and apply for them- 
selves the effects of any Critical 
Damage, or Serious Injury. 


Also, take care that Combat 
does not become the focus of your 
Adventures. 


The LARP Combat system is 
designed to simulate Combat be- 
tween roughly equal groups of op- 
ponents. Controlling more than 
twelve NPCs in Combat can be- 
come a little difficult; although 
there are ways to simulate mass 
combat. 


Finally, if the PCs are ever out 
numbered by more than two to 
one (and the enemy are reasonably 
effective fighters) then they will 
probably die. Which is not what a 
game needs at all. 


Actions 


Certain NPCs do not have to 
have a number of Acts deter- 
mined by their DEX. 

The GM can impose a limit, 
usually of 4 Acts, on minor 
NPCs; these are often called 
“spear-carriers” or, more tell- 
ingly, “cannon-fodder.” 


Automatic Responses 


Where large numbers of 
minor NPCs are concerned the 
GM could decide to either reduce, 
or ignore, the number of Auto- 
matic Responses. 

This does not have to be ap- 
plied evenly through even a single 
fight. 


A combat could begin with 20 
NPC “cannon-fodder” attacking 
the PCs. 


Initially they would have no 
Auto Responses. 

When the PCs have whittled 
them down to a number near to 
the PCs’ own the GM could intro- 
duce a number of Auto Responses. 


Initiative 


Combat in LARP can swing 
very rapidly back and forth. 
Which is how it often happens in 
comics and movies. 


With the Initiative rules as 
they are it is perfectly possible 
for a character to win all his Acts 
and to use them running frantic- 
ally away from a Combat. 


This is not to everyone’s taste. 

Some players will complain if 
an NPC, faced by four SMG 
armed PCs, wins initiative and 
runs into a building, closing and 
locking the door behind them. 

Remind them, if this happens, 
that they could find themselves in 
a similar situation one day, and 
“luck out” on a good Initiative 
roll. 


If this does not satisfy them 
the following Optional Rules are 
offered. 


e Initiative Limit 


Limit the number of Acts 
which can be won on the Initia- 
tive roll to 2 or 3. 


If you are going to use this op- 
tion agree it with your players be- 
fore you start playing. 


e Breaking Initiative 


The losing side can attempt to 
Break the winning side’s Initia- 
tive. 


The winning side gets it’s First 
Action of Initiative. 


Following this the losing side 
can declare that they are attempt- 
ing to Break their opponent’s In- 
itiative. 


There can only be one attempt 
to Break Initiative per Combat 
Round. 


The attempt does not have to 
follow the First Act of the win- 


ning side’s Initiative, it can come 
after any of the winning side’s In- 
itiative Acts. 


Breaking Initiative costs an 
Act from everyone on the losing 
side, as a form of Active Combat 
Response. 


Initiative is rolled again, if the 
side attempting to Break the In- 
itiative wins then they get to use 
their next Act to attack. 


Following which the remain- 
ing Acts are taken turn and turn 
about, as if Initiative had been 
passed normally. 


NB: There is no point in trying 
to Break Initiative on the last Act 
won by Initiative. 


For example, Jason wins In- 
itiative and can use all his 4 Acts 
before Bron (4 Acts) and Stine (5 
Acts) can let loose with the M16 
Assault Rifles they have pointed 
at him. 


The nearest cover is 150 feet 
away — 3 Acts of Sprinting (pg. 
40). 


e Jason sprints 50’ in his Ist Act. 


The two Disruptor agents de- 
cide to Break his Initiative. They 
use 1 Act each in the attempt. 

Initiative is rolled again, Ja- 
son’s 1D10 roll is a “5,” the Disrup- 
tors a “6” — they have broken Ja- 
son’s Initiative. Bron now has 3 
Acts left, Stine has 4. 


s The Disruptors fire on Jason, 
using Burst fire. They both hit. 
This is their 2nd Act. 

Jason uses an Active Dodge, 
his 2nd Act, and avoids all the at- 
tacks. 


This Dodge can, the GM rules, 
be combined with continuing to 
sprint towards cover. 

A DEX roll is made (page 40), 
giving a D Result Area: Jason was 
obviously jinking from side to 
side and only covered a further 
40’. 


e Initiative passes to Jason, who 
uses his 3rd Act to carry on 
sprinting to cover, he has 60’ to 
go, so tries a DEX roll, hoping for 
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a good Result Area. He rolls a D 
and only covers 40 this Act. 


# Bron and Stine fire again, 
their chance to hit being reduced 
because Jason is now beyond the 
Eff range of the Mi6s. It is their 
3rd Act. Stine hits. 

Jason uses his 4th and last Act 
in an Active Dodge, failing in 
both attempts. He is hit by a sin- 
gle bullet, the Damage is halved: 
it is neither Critical Damage, or 
enough to make Jason Seriously 
Injured. 


The GM allows a further DEX 
roll, to see how far Jason gets. The 
Result Area is C, 60’, Jason 
throws himself into a full -50% 
worth of Cover (page 68). 


= Initiative remains with the 
Disruptors now, as Jason has no 
Acts left. 

As he presents such a poor tar- 
get they use their remaining Acts, 
Bron has one left and Stine has 
two, to close up on him at a 
Sprint. 


Bron covers 50’, Stine 100’. 


The Combat moves to the next 
CR... 


Surprise 


When deciding if the PCs 
manage to achieve Surprise use 
secret Stealth or Hide rolls. 

If successful they attack with 
surprise, if failed Combat would 
begin normally. 


When determining if the PCs 
are Surprised have the NPCs 
make the appropriate Skill rolls, 
then allow the PCs either Obser- 
vation or Listen rolls (with or 
without the Conflicting Skill 
Modifier) to see if they notice the 
ambush. 

This is part of weighting the 
game to the PCs advantage. 


NB: Keep a note of any PCs 
that have Biosphere or Intuition. 


A person with Acts left can 
still make an Active Dodge or 
Parry against the First surprise 
attack. 


Actions 


The easiest way to keep a re- 
cord of Acts is to use a “five bar 
gate,” with Auto Responses re- 
corded in brackets. 


Take things one Act at a time. 

With the players go from the 
PC with the highest DEX to the 
PC with the lowest DEX. 

Make a note of this “pecking 
order” and stick it to the front of 
your screen if you have one. 


It is too easy for the players to 
get carried away and give instruc- 
tions for what their character is 
going to do over two or more 
Acts. Try not to let this happen. 


With NPCs the major NPCs 
should go first, in DEX order if 
their are two or more. 

The other NPCs can be moved 
in any order you find convenient. 


Movement in Combat 


Characters making Attacks or 
Active Dodges or Parries can 
move up to ten feet. 

A character making a simple, 
Automatic, Dodge or Parry, is 
more or less rooted to the spot. 
They cannot use it to “move” into 
another position. 


This allows for situations 
where a character makes an At- 
tack on an opponent, only to move 
slightly past them, or turn so that 
their back is at a wall. 


Active Dodges especially are 
often combined with a slight (and 
sometimes not so slight) move- 
ment into cover. 


The exact restrictions on 
Movement, especially where com- 
bined with another type of Ac- 
tion, must be decided by the GM. 

Don’t let a PC (or NPC) com- 
bine more than one other thing 
with movement. 


Modifiers to Actions 


The +50% Modifier to hit a 
target which is not moving can 
only be applied to targets which 
cannot react to the attack. 


It is not applied to any oppo- 
nent who just happens to be 
standing still at the time the at- 
tack is made. 


It is, however, applicable to 
any inanimate object. 

Keep this in mind when char- 
acters are throwing ropes or grap- 
pling hooks. 


Throwing explosives: the tar- 
get is usually taken to be a group 
of mobile opponents; such as lob- 
bing a grenade into the centre of 
a group of soldiers. 

If the target were something 
like a stationary truck the +50% 
modifier would, if the GM so 
rules, be applicable. 


e Aiming 
An Optional Rule. 


For every Act that a character 
spends aiming a Projectile Wea- 
pon they gain a +10% Modifier to 
the Attack Roll. 


The maximum number of Acts 
that can be spent Aiming is 3, toa 
total modifier of +30%. 


If the character’s aim is upset 
(by being attacked, injured or 
otherwise distracted) the Aiming 
Modifier is lost. 
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Combat Skills 


It is very costly, in terms of 
Life Points, to become an effec- 
tive fighter, especially a Martial 
Artist using a large number Hand 
to Hand Sub-skills. 

This is why there is the War- 
rior Option, which is a form of 
Professional Bonus. 


Most players will be content 
with having just one or two Com- 
bat Skills at a 40% to 60% level. 

If, however, you are running 
Adventures in which Combat fea- 
tures predominantly, then it is ad- 
visable to make sure that at least 
two PCs are well versed in some, 
appropriate, form of fighting. 


One problem is that, as with 
Psionic characters, players may 
well see a PC with highly deve- 
loped Combat Skills as the best 
sort of character to play. 

Certainly they have a better 
chance of surviving Combat, but 
such characters rarely have the 
personality (ie. character ratio- 
nale) to develop the other skills 
which can be of even greater im- 
portance in the struggle against 
the Disruptors. 


Hand to Hand Skills 


The SPs may be lower or high- 
er, depending on the Cultural 
Template. 


Also, a character who ratio- 
nale specifies that they have spent 
a large part of their life in a 
“violent” area, where conflict is 
part of everyday experience, 
might be allowed increased SPs, 
and perhaps a small Warrior Op- 
tion bonus. 


Hand to Hand Sub-skills 


If a player wants to be effec- 
tive in the use of Sub-skills re- 
quiring a Result Area they should 
make sure that the character has 
the basic skill (Fist, Kick or Grap- 
ple) to at least 80%. The Result 
Area purchased should be C. 


The lower Result Areas should 
be used to simulate the “skill” of 
an amateur or student in the mar- 
tial arts. 


Certain Sub-skills will be ne- 
gated by Armour; GM’s ruling. 


A Nerve Strike on a knight in 
full field plate armour, or even 
chainmail, would be impossible. 


The Damage Multipliers are 
also applied when a Sub-skill suc- 
ceeds. 


So a successful B Result Area 
Nerve Strike to a target will do 
1D10x2, as well as the Location 
Effect. 


Certain Sub-skills can cause 
the Target to lose their next Act. 

If the Target has no Acts left 
in the present CR the Act is lost 
from those in the next CR. 


Hand Held Weapons 


Some weapons need a mini- 
mum amount of space to be used 
effectively. 


If you judge that there is not 
enough room to use the weapon 
effectively half the chance of hit- 
ting with it. 


For example, attempting to 
hack someone with a Greatsword 
when they are grappling the 
sword-user. 


In these circumstances use the 
butt, pommel or haft of the wea- 
pon to strike (Club skill rating) 
might 
chance. 


give a _ better Attack 


Hand Held Weapon Sub- 
skills 


Disarm and Weapon-Breaking. 
The Bonus can only be applied to 
the specific weapon(s) that the 
character trains to Disarm with. 


So a character with Long 
Sword: 80 [Katana: DB +2; Disarm 
+15], would have a 31% of Disarm- 
ing whilst using a Katana. 

If he were using a Rapier his 
Disarm chance would be 16%; the 
highest figure in Result Area B 
for a Skill rating of 80%. 


A Disarming or Weapon- 
Breaking Attack does no actual 
Damage to the target using the 
weapon. 


Projectile Weapons 


Ranges 


Most Projectile Weapons can 
either be thrown, or fired, far be- 
yond their listed Max range. 


For Hand Hurled Weapons the 
STR of the person throwing the 
weapon can have an effect. 


e Optional Rule 

Increase both the Eff and 
Max Range by 5’ per point of DB 
that the person throwing the wea- 
pon has. 


A DB of +2 would increase the 
range of a Javelin to Eff: 50’ Max: 
110’. 


A bullet from a high-powered 
pistol can travel between a mile to 
a mile and a half. 

Such a bullet would still have 
about a third of it’s energy left: in 
Game terms it could do up to 
2D10 Damage. 


Range in LARP actually dis- 
tinguishes between the extreme 
range of Projectile weapons and 
the range which they may be 
Effectively aimed and _ used 
against a target. 

The ranges listed are those 
within which the weapon’s user 
can control the aim of the wea- 
pon. 


Target’s beyond the Max 
Range can be attacked, up to an 
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Extreme Range equal to twice the 
Max Range. 

The chance of hitting is equal 
to one quarter of the Weapon 
Skill and the Damage done is al- 
ways halved; no matter what the 
actual Result Area was. 


Beyond Extreme Range, for 
Device Driven and Advanced Pro- 
jectile Weapons only, the chance 
to hit is again halved, up to the 
Ultimate Range which is twice 
the Extreme Range. 


Projectile Attacks Which 
Miss 


There are no rules in LARP 
for determining if a bullet ri- 
cochets into another target, or if 
another target along the path of a 
projectile which misses it’s in- 
tended target will be hit. 

A Miss is a Miss. 


In describing what happens to 
such misses the GM has consider- 
able “artistic” scope for detailing 
the effect of stray missiles, espe- 
cially bullets, on windows, cars 
and walls. 


Exceptions can be made for 
minor NPCs whom you judge to 
get in the way of such “stray fire.” 


With thrown explosives, espe- 
cially grenades, a Failed throw 
roll requires finding out where 
the missile landed. 

Roll 1D10 on the following ta- 
ble to determine the direction 
that the missile veers off in. 


Projectile Weapon 
— Scatter Table 


Point aimed at 


How far away the missile lands 
is determined by 1D10 times 5’, up 
to the Effective range of the mis- 
sile. 


Damage Multipliers 


The Damage Multipliers mean 
that even a slash from the smallest 
of blades might render uncon- 
scious, or even kill, a character. 


The GM has the option of not 
applying the Damage Multi- 
pliers to any attacks done by 
NPCs. 

In practise this means that PCs 
will live longer, although certain 
weapons are deadly enough with- 
out the Damage Multipliers. 


Certain NPCs, such as Disrup- 
tor Knights, Bishops or any other 
major NPC should, of course, 
have the full range of Modifiers 
(Combat and otherwise) applied 
to them. 

They are, in effect, the most 
teal or significant characters 
that the PCs will encounter, so 
you can afford the time and effort 
to treat them as such. 


Critical Damage 


The players should be respons- 
ible for telling you when they take 
possible Critical Damage, prob- 
ably in the same moment as they 
make the END roll to see if they 
avoid it. 


Unless a target is wearing 
Armour the Hit Location roll only 
becomes necessary once the END 
roll has been failed. 


Minor NPCs can fail END 
rolls automatically. Rather than 
going through the Hit Location 
and Critical Damage procedure 
you can decide that any attack 
doing Critical Damage will take 
certain NPCs completely out of 
combat — either unconscious or in 
shock: 


Armour 


Have your players make the 
Total Protection roll for them- 
selves, and work out how much 
damage they eventually take. 


The performance of certain 
skills can be impeded by certain 
sorts of armour. 

Swimming in chainmail has 
never been very easy. 


Cover & Concealment 


Popping into and out of cover 
can use up a lot of Actions, mak- 
ing Combat go faster. 


Remember that there is always 
a 5% chance of an Attack suc- 
ceeding, even if the modifiers re- 
duce the attack skill to zero or be- 
low. 


Injury & Recovery 


Immediate Recovery 

This rule usually keeps the 
character’s on their feet far longer 
than can realistically be expected, 
but they are, after all Heroes. 


The “Damage Multiplier” ap- 
propriate to the END roll result 
can be used instead of “x 5” to the 
character’s RR. 

Or you can limit the number 
of Immediate Recoveries a char- 
acter can attempt to 5 (or “RR”) 
per day. 


Injury Levels 

The “-2” to Initiative is used 
to adjust the number of Acts a 
Seriously Injured character has 
available on a winning Initiative 
roll. 


If Initiative were won by “3” 
then a Seriously Injured character 
would by able to use only 1 Act 
before initiative passes to the 
other side. 

His (uninjured) companions 
would have 3 Acts before initia- 
tive passes over, with the injured 
character using his single Action 
at any point during those 3 Acts; 
on his turn as determined by the 
DEX order. 


Recovery 

The character recovers at the 
rate determined, it does not in- 
crease when he passes from under 
half HPs to a “Minor Injury” sta- 
tus. 


Other Damage 


Falls 

A character can attempt to 
Jump down any height. 

A successful Jump roll will in- 
crease the height they can jump 
from before taking Damage, and a 
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DEX roll will decrease Damage 
by 1D10. 


So the maximum height, if an 
A result area is obtained and the 
DEX roll is made, without taking 
Damage would be forty feet. 


Other Objects and Dam- 
age 


Characters will find them- 
selves shooting at vehicles, planes 
and other objects for time to time. 

Usually with a view of disab- 
ling or destroying them. 


There are two ways for deci- 
ding how the object is affected. 


One way is to give every object 
a certain number of HPs, and 
state that at half HPs the object is 
disable, at zero HPs it is de- 
stroyed. 


Another is to use the Damage 
done and the Skill (or Attribute) 
used to inflict it to determine 
what happens. 


The commonest attempts to 
damage objects in gaming are usu- 
ally breaking through doors or 
disabling vehicles. 


Doors can be given a STR ra- 
ting and be forced open by a kick 
or other blow. The Active Attri- 
bute would be STR pilus the Dam- 
age done by the attack. 


You could also require an At- 
tack roll, Result Area A toC or D, 
depending on the strength or po- 
sition of the door; but bear in 
mind the target will be stationary, 
in most cases. 


In other circumstances the 
Weapon Breaking rules, page 50, 
can be adapted. 

First of all decide on the qual- 
ity and construction of the object. 

Then consider what the attack 
is being used for. 


For example, using a sledge 
hammer to break through a wall. 

A well made brick wall would 
be the equivalent to Standard Me- 
tal of Good Quality: 60% of sur- 
viving an attack. 

For an attack to have an effect 
it would have to fall into Result 
Areas A to D. 

On a successful attack the GM 
makes a D% roll for the wall. Ona 
“61+” a hole is knocked in the 
wall, the GM rules that 4 such 
holes are required for a space 
large enough to crawl through. 


Aimed Attacks can be made at 
the vital points on cars, or other 
machines. 

The chance for the attack hav- 
ing the desired affect would be a 
percentage chance equal to the 
Damage Done, after Damage Mul- 
tipliers. This could also be ad- 
justed for the circumstances, as 
you decide. 


For example, a bullet is used 
to shoot out the tire of a car. 

The Attack does 4D10 damage 
— 22 — Damage Multiplier of x2 
— 44, 

A basic 44% chance, which the 
GM modifies by a further +20%. 
Giving a final 64% chance of 
blowing the tire out. 


Improving Skill Ratings 


Experience 


The players should record 
when they make a successful Cri- 
tical Skill use during the course 
of an Adventure. 

Each time they succeed in the 
use of a Skill there is a chance 
that the experience they gain may 
increase the Skill Rating. 

This is checked after each Ad- 
venture or, if you wish, when the 
character has time to reflect on 
what they have done during Game 
Time. 


To increase a Skill the charac- 
ter must roll over their current 
Skill Rating on D%. 

If they roll over the Skill Ra- 
ting it is increased by 1 to 5 
points; roll a 1D10 and divide by 
two. 


For example, a Jason has used 
Escape Artist to escape from 
some Disruptor controlled terror- 
ists. His current Escape Artist ra- 
ting is 45%. 

To increase this he has to roll 
“46” or higher on D%. He rolls 
“77” and then rolls a 1D10, giving 
a “5.” His Skill Rating increases 
by two (five divided by 2, round 
down) to 47%. 


You may decide to award a one 
percent increase if the experience 
check roll fails, if the Skill was 
used in an imaginative or Heroic 
way during the Adventure. 
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There may be long gaps be- 
tween Adventures in Game Time. 
During which the characters can 
attempt to improve their skills, or 
learn new ones, by training. 


Characters are limited to WIL 
divided by five training attempts 
in a year. 


The character must have the 
right conditions and equipment in 
order to train successfully. It 
takes one week for each training 
attempt. 


Training Attempts 


To learn a character must be 
Determined, see page 18. A suc- 
cessful Determination roll is re- 
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He must also understand what 
he is learning. This requires a 
Comprehension roll under the 
character’s INT. 


If both rolls are made the Skill 
Rating is increased by 1D10. 

If a new Skill is being learnt 
the first successful Training At- 
tempt will give the character the 
FP bonus, if any, rather than a 
1D10 increase. 


Teachers 


The character must either 
study the skill for themselves, or 
be taught by some one who al- 
ready knows it. 


Teachers must has a Skill Ra- 
ting of 50% in the Skill being 
taught. 

Teachers can modify the De- 
termination and Comprehension 
rolls made by the character, in- 
creasing the character’s can of 
learning. 

The GM makes a D% roll 
against the Teacher’s Skill Rating, 
if successful the Conflicting Skill 
Modifier is subtracted from the 
Determination and Comprehen- 
sion rolls that the character 
makes. 


Increasing Psi-Skills 


Psi-skills are only rarely in- 
creased by experience, and train- 
ing can provide only a limited in- 
crease. Intense trauma, such as 
Arkwright’s near Death on two 
occasions, can cause unpredict- 
able increases or developments in 
a charactetr’s Psi-skills. 


Experience 


To increase a Psi-skill by 
experience requires the Psi-skill 
roll to have been a Result Area A. 
If this is the case the Psi-skill can 
be increased by a single percent- 
age point if the player rolls an A 
or B Result Area using the PSI 
Attribute as a percentage. 


Psi Training 


See the following pages for de- 
tails. 
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How Psionics work on any gi- 
ven Parallel is determined by the 
GM. The important thing is to be 
consistent in how the differences 
are applied. 


The initial refereeing of Psi- 
skills can be difficult, until you 
and your players are familiar with 
the Psi rules. 


This burden can be greatly 
eased by restricting the Psi-active 
character to a single PC and 
further restricting the Psi-points 
he can spend on any single use of 
a Psi-skill to 5 or 10. 

This limit could be either an 
effect of the Psi-matrix or a 
“quirk” of the character’s psychic 
ability, which might change later 
— probably at some suitably dra- 
matic point in an Adventure. 


You can also restrict the Psi- 
skills that the players can select. It 
is more likely that you will actu- 
ally be choosing the Psi-skills that 
the character(s) will have, when 
they are revealed as a Latent psio- 
nic, rather than your players. 

Be guided by their preferences 
and the requirements of the Ad- 
ventures you intend to run. 


Using the Psi-Matrix 


The Psi-Matrix is a wonderful 
excuse, the perfect (and hopefully 
subtle) deus ex machina. 

Fluctuations, shifts, eddies and 
energy warps in this totally ima- 
ginary realm of Science can be 
used to justify any sort of pheno- 
mena or effect. 


The activities of the Disrup- 
tors only make sense when one 
knows that they were attempting 
to form the Psi-matrix into a 
rough “energy pattern” on which 
FireFrost could then get a grip 
and recast in the form intended 
by the Bringer of Light. 

(Interestingly enough he was 
wrong, as he was in his own Ga- 
laxy, had he succeeded the local 
Multiverse would not have be- 
haved how he calculated it 
would.) 


As a pseudo-science it is open 
to any interpretation you feel con- 
fident to place on it. 
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The basic tenant is that Psi- 
matrix is the binding force of the 
Multiverse. 

That any action, thought or 
event within in has an effect on it. 


Psionics are able to manipulate 
the Psi-matrix by using accessing 
the Psi-energy of their own 
being. Such manipulation is 
shaped into distinct ways of using 
the Psi-matrix — the Talents and 
Psi-skills — by human conscious- 
ness. 


A totally Alien Psi-active con- 
sciousness would be able to man- 
ipulate the Psi-matrix in a totally 
different fashion. 

One such example is Time Tra- 
vel. Humans have only ever Time 
Travelled as a result of Wildcard 
events, but some Aliens (ie. Chan- 
gelings) are able to travel in time 
through the Multiverse. 


Psionics in Play 


Any element of a Psi-skill can 
be varied by spending Psi-points. 

If a player wants to achieve an 
unusual effect have them spend 
additional Psi-points to achieve it. 


An example would be using 
Biosphere to slow down certain 
bodily functions, such as breath- 
ing or even aging. 

A character with Biosphere 
would be able to go without 
breathing for every CR he spends 
a Psi-point to (and makes a Bio- 
sphere roll) that particular pur- 
pose. 


Most Psi-skills can be used to 
duplicate the effects of another. 

The single exception is that of 
Enhancement, where all _ the 
three possible variations are per- 
manently focused on the psionic. 


When used to this purpose the 
Psi-point cost is greatly increased, 
costing either 5 or 10 Psi-points 
for every element of the Psi-skill 
use. 


This is easiest to imagine 
where Biosphere, the Life Pulse 
surrounding the character is con- 
cerned. 

This “energy field” can be 
used to pick things up, set energy 
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patterns in people’s minds or read 
them, and relay images (both act- 
ual and stored resonances) of any 
area or object within the Bio- 
sphere; thus covering Psychokin- 
esis, Telepathy and Psychometry. 


Yet Psychokinesis can do 
everything that Biosphere can, 
although not as efficiently. 

It can reach out an “arm 
rather than a surrounding sensory 
field, it can heal by moving and 
“transmuting” within an injury, 
and could stop dead rather than 
tumble an attack. Given that mat- 
ter is energy it can stop the ner- 
vous impulses conveying pain — 
and if it does that then a telekine- 
ticly crafted “thought” can be im- 
planted, or the “shape” of a 
thought felt by telekinesis. 


“ce > 
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The cost would be high 
though. In terms of both Psi- 
points, possible Wildcards and the 
sheer mental anguish that the 
psionic suffers. 


With psionics anything may be 
possible. The earlier rules lay a 
framework of the accepted norm 
of Psi-skill use, how far it is actu- 
ally taken is up to the players and 
you. 


In actually playing psionics 
the players should role-play the 
consequences of using these 
occult skills. 

Arkwright suffers from the 
psychic excesses of dangerous Psi- 
skill use. The effort required to 
“mesh” his Biosphere with those 
of the Puritan Cabinet, in order 
to overlay their perception of 
reality with one he creates, almost 
kills him. 


Psionics suffer dramatic nose 
bleeds, headaches, nausea and 
find it difficult to sleep. 

They catch half glimpses of 
things beyond the knowledge of 
normal men, hear fragments of 
the tormented music of the multi- 
verse and may, if they are un- 
lucky, have something inexplic- 
able and terminally nasty happen 
to them. 


When GMing Psi-active char- 
acters be sure to make a note of 
the Talents and Psi-skills they 
have which operate all the time. 

Consider what effect these are 
likely to have even before running 
an Adventure; especially if you 
have to construct any Precognitic 
visions. 


The threat of Wildcards and 
other psychic ravages should keep 
your psionic playing players in 
check, but be especially careful 
that the “Psi-guys” are not steal- 
ing the glory in each and every 
Adventure. 


Psi-Skills in Combat 


It takes a single Act for most 
uses of a Psi-skill. The character 
spends the Psi-points and the ef- 
fects take place in the same Act. 


When you start playing allow 
the Psi-active characters, when 
using Psi-skills, to go first on any 
Combat Round “pecking order.” 
Which means that the psionics on 
either side get to go first in any 
combat. 


Where there are two or more 
psionics the one with the highest 
PSI goes first, next highest sec- 
ond. 


Finally the use of PSI instead 
of DEX can be substituted into 
the “pecking order.” On average 
the psionics will be acting before 
most people, but some characters 
with high DEX will be able to 
move faster than thought, so to 
speak. 

This means that, at the start of 
every new Act, the player should 
declare that they intend to use a 
Psi-skill, if they don’t have them 
Act at their usual, DEX deter- 
mined, place 


Psi-skills can also be used as 
an Active Combat Response. Al- 
lowing Psychokinetic parries, 
telepathic Dodges (“I implant the 
thought that I’m to the left of 
where I actually am.”!) and Psy- 
chometric intelligence gathering 
(“So, the gun is loaded, but the 
first bullet’s a dud.”), in the midst 
of Combat. 


wildcards 


Most of the time these events 
serve to add colour to the use of 
psionics. 

They provide the accompany- 
ing eerie or eldritch light that 
gleams in a psychic’s eye as they 
use telepathy, the minor telekine- 
tic breeze which flutters discon- 
certingly as Biosphere or Psycho- 
metry is exerted, the pulsing glow 
of the life pulse of the hands of a 
Healer, or the flickering flame of 
a Hero Light on the brow of a 
psionic exerting his Enhanced 
STR, DEX or END to the full. 


These Minor Wildcards may 
be made up as required and scat- 
tered through the Adventure to 
enhance the play. 


In doing so they will distract 
from the smaller significant psio- 
nic events, which are often impor- 
tant to an Adventure, and which 
the PCs may well mistake for a 
Minor Wildcard. 


If you don’t use Minor Wild- 
cards the PCs will investigate any 
and all uncanny happenings, 
rather than sometimes missing the 
tree for the wood. 
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Minor Wildcards include: 


e Glowing lights. Either random 
lights, or twisted images from an- 
other parallel, or past or future 
events — all too incoherent to 
even see clearly. 

e Strange noises. Which can in- 
clude sounds from another paral- 
lel or the aural replaying of some 
past or future event. 

e Minor malfunctions of 
machinery. Such as radios and 
TVs fading in and out, or dying 
completely. The fogging of ca- 
mera film. 

e Drops in temperature. Very 
popular when Clairvoyance/Au- 
dience is being used. 

e Decay of Organic Material. 
Flowers wilting, drinks going 
stale, food spoiling and paper yel- 
lowing. 

e Stigmata. Or other source less 
bleeding, which does not damage, 
but can be very disturbing (and 
rather messy.) 

e Minor teleportation of objects. 
Such as car keys appearing in the 
pocket in which they are usually 
kept. 

e Smoke bending into strange 
shapes, images forming in dust 
and actual ectoplasmic manifesta- 
tions. 


e Sudden drenching sweat 
(unless the character has Bio- 
sphere). 


e Poltergiest activity — although 
not serious enough to cause any 
damage. 

e Freak weather. 


Major Wildcards 


These are tailored to the indi- 
vidual psionic and are the result 
of prolonged use of Psi-skills. 

As a character uses Psi-skills 
they build up a charge in the Psi- 
matrix, which eventually grounds 
itself through a Wildcard orien- 
tated (usually) around the psionic. 


Psi-PRO 


The chance of a Major Wild- 
card occurring is equal to a char- 
acter’s Psi-PRO, p/us the Parallel 
Psi-PRO as noted in the Cultural 
Template, plus ten (or 1D10) for 
every use of Psionics (which use 
Psi-points), either as a percentage, 
or a pre-calculated threshold. 


For example, Arkwright has a 
Psi-PRO of 40, he is on Para. 00- 
72-87 which has a Parallel Psi- 
PRO of -50. The basic chance for 
a Major Wildcard is -10%. 

Arkwright uses Psionics seven 
times on Para. 00-72-87 before 
meeting Fairfax in the Hilton Ta- 
vern, increasing the chance for a 
Major Wildcard to 60%. On his 
“exorcism” of Murdock in the 
Hilton the chance is raised to 70% 
and, on a D% roll of “42,” a Major 
Wildcard occurs. 

Alternatively the Major Wild- 
card threshold, decided by the 
GM, of 60% is met and the Wild- 
card automatically discharges. 


The Wildcard in this case is 
Fear and Loathing emotional im- 
plants in the onlookers, together 
with an ectoplasmic display of sa- 
tanic imagery. 

If Arkwright had not used 
“superstitious rhetoric” to calm 
and reassure them the mob would 
have taken him for a witch and at- 
tacked him. 


Setting a Threshold allows you 
to design a predetermined selec- 
tion of Major Wildcards, designed 
to fit the Adventure circum- 
stances. 


Major Wildcards include 


e Psionic amnesia. The psychic 
forgets how to use a Psi-skill, or a 
number of Psi-skills, for a period 
of time. 

e Loss of Psi-points. A drain of 
1D10, or more, Psi-points into the 
Psi-matrix. 

e Teleportation. Usually to an 
area the psionic has been before. 
This can include Trans-Parallel 
Teleportation. 

Although options include ap- 
pearing an area where people are 
thinking strongly about the char- 
acter, or an image of the charac- 
ter. (Many summoned Demons 
and Devils were people from 
other parallels.) 

e Major malfunctions of equip- 
ment, usually within the charac- 
ter’s Base Range. 

With effects ranging from 
clothing falling to pieces, wea- 
pons spontaneously discharging, 
the working parts of machinery 
being twisted out of shape, elec- 
trical equipment exploding. 
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e Damage. St. Elmo’s_ Fire 
lightning which inflicts 1D10 
damage to all within the psionic’s 
base range. Painful stigmata, 
doing 1D10 damage. 

e Mental injury, reducing 1D10 
randomly selected skills by 1D10 
each. 

e Showers of matter. Some may 
hit for 1D10 damage, others can be 
poisonous or infected. 


And so on. 


In effect these Wildcards can 
be used to keep the use of Psio- 
nics in check. 

The fatal Wildcards of Spon- 
taneous Human Combustion and 
Transmutation of calcium to jelly 
in the body can be kept for the 
really persistent Psi-skill offen- 
ders. 


Special Wildcards 


These are Wildcards which 
usually have some beneficial ef- 
fect. 

To begin with the psionic will 
have no control over these Wild- 
cards, but with time a measure of 
control may be achieved — as with 
Arkwright’s ability to travel be- 
tween the Parallels. 

The GM will determine the 
degree of control over a recurring 
Wildcard which a psionic can ex- 
ert. 


Precognition 

Precognition is the commonest 
Wildcard. 

The character may _ get 
glimpses of the future — although 
what future and where can often 
muddy the waters. 


If a character has Precogni- 
tion you will have to determine if 
they will have any “Precog” 
flashes about the Adventure and 
how useful these will be. 


As the GM you are in the un- 
ique position of knowing what 
the Adventure contains. Predict- 
ing likely occurrences is quite 
easy, and gets easier the more you 
GM and the better you know your 
players. 

Should you get it wrong then 
the PCs have, by their actions, tot- 
ally changed the pattern in the lo- 
cal Psi-matrix and removed the 
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resonances which created the 
(now incorrect) Precog imagery. 


A lot of psionics get to see 
images of themselves dead or 
dying. 

This sometimes means that 
they think they can only die 
when, for example, wearing a 
white silk shirt. Having them sud- 
denly step over the body of a dead 
Alternative Self will sober them. 


Create one precognitive image 
for every ten points of positive 
Psi-PRO for an average Adven- 
ture. For every ten points of 
negative Psi-PRO there is a 5% 
1D10 images. 

Each image has a chance equal 
to the character’s PSI of being 
true, although whether of any use 
to the psionic will be determined 
by circumstances. 


For example, Arkwright’s Psi- 
PRO indicates an average of four 
“visions” per Adventure. 

The selection could include: 

e Recurring image of own death. 
e An old woman by a camp fire, 
swathed in a tartan shawl. 

e Images of torture. 

e King Charles running with a 
flag in his hand. 


Teleportation 

An extremely useful Wildcard, 
when it can be controlled. Unin- 
tentional Teleportation is an an- 
noyance, sometimes a dangerous 
one. 

Most Wildcard Teleportations 
will move a character within the 
Base Range. Often causing noth- 
ing more than a disconcerting dis- 
appearance and reappearance, say, 
twenty feet away. 

After a while the psionic gets 
to know the feel of Teleportation 
and can, when it next occurs, at- 
tempt to guide the effect by 
spending Psi-points. 

The Psi-point cost goes up in 
groups of 10 Psi-points, for every 
10 Psi-points spent there is a 1 in 
10 chance of the psionic getting 
the effect he desires. 


What is possible is only li- 
mited by the Psi-matrix. A char- 
acter could Teleport right around 
the world, the Psi-energy required 
is provided by the Psi-matrix, the 
character just uses his Psi-points 
to nudge it in the desired direc- 
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The nature of the Wildcard 
can vary from Parallel to Parallel, 
and from psionic to psionic. 

On some parallels Teleporta- 
tion may only work along Ley 
Lines. Some characters might not 
be able to cross large bodies of 
water using it, or Teleport within 
Cities. 


After a time the psionic can 
attempt to summon the Wildcard 
effect, spending 10 Psi-points per 
attempt. A roll under PSI is re- 
quired, sometimes with a specific 
Result Area, or further condi- 
tions, such that the psionic have 
more than half his Psi-points. 


Arkwright’s “Special” ability 
of Trans-Parallel Teleportation is 
a Wildcard enhanced by the Five. 

To use it Arkwright has to 
have at least eighty percent of his 
Psi-points (67), and must make a 
PSI roll and a WIL roll, it costs 
only a single Psi-point to use. 

In his early use Arkwright 
would appear near major Psi-foci, 
such as Stone Circles or areas 
where significant events had hap- 
pened (especially battle fields). 
This was refined to an ability to 
home in on Rose’s various Alter- 
native Selves, followed by a spe- 
cial use of Biosphere to feel into 
the Psi-matrix and select the 
point of emergence on any given 
Parallel. 


SN 


i vl! , 


ay in 
1 
gs 


ie 


y 


4 ; mili ey 
nea 


ae | Ih! 
base 

hE 4 i 

Mh (uit 


: ‘Il Mat 


Standing Waves 


If a something happens often 
enough the Psi-matrix becomes 
imprinted with it’s resonance. 
This will cause the same thing to 
happen should similar circum- 
stances arise. 

This “imprinting” of the Psi- 
matrix is what causes the repeti- 
tion, or near repetition, of histor- 
ic events across the parallels. Sig- 
nificant events may echo back 
and forth across the multiverse, so 
that history repeats itself (as clo- 
sely as it can) again and again. 


On a purely local level the Psi- 
matrix can become imprinted 
with Standing Wave Psi-skill 
uses, or even after a single unusu- 
ally powerful Psi-skill use or 
Wildcard. 

Biosphere operates all the time 
because the Psi-matrix has altered 
to let it operate continually. As 
with the self-focused Enhance- 
ments, where the psionic creates a 
personal Standing Wave. 

Talents are the commonest 
Standing Waves, 
most parallels. 


found across 


On individual parallels unique 
Standing Waves may have been 
impressed upon the local Psi- 
matrix. 


Astral Projection, page 96, is 
an example of such a Standing 
Wave. 

It does not actually require the 
user to be Psi-active, all that may 
be required is a WIL roll. 

On most parallels there are 
further limits, such as having to 
have a certain PSI total, if not a 
Psi-active character. Or the need 
for self-hypnotic ritual or drugs 
to get the Non-active character in 
the right frame of mind to access 
the Standing Wave. 


Standing Waves can be created 
to do anything. 

On some parallels thousands of 
Standing Waves have been 
created. These are the magic 
spells and incantations of legend. 
There is, due to the nature of the 
multiverse, a tendency for some 
weak shadow of these spells to 
cross over to neighbouring paral- 
lels. 

After a while all that transfers 
are the rituals or phrases required 
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to use them, the actual Standing 
Wave does not exist on that paral- 
lel. 

This gives rise to volume upon 
volume of supposed magical gri- 
moires which have no practical 
use; all the theory, but no effect. 


The GM can create Standing 
Waves. He must detail the effect 
and the circumstances required to 
trigger the standing wave. 

Most require a WIL roll. The 
more powerful ones require the 
spending of Psi-points to activate 
them. 


Part of Disruptor activity is 
the erasure of Standing Waves. 


Other Psi-Skills 


Unique Psi-skills can be de- 
signed by the GM, or a player may 
have an idea for a new Psi-skill. 


The same guidelines as De- 
signing New Skills, on page 26, 
apply. Essentially, don’t step on 
the toes of any existing Psi-skill. 


There are certain Psi-skills 
which are extremely rare. 

The one which has most bear- 
ing on LARP is the Empathic 
Link, which is a form of Tele- 
pathic communication. It is the 
technique through which Zero- 
Zero recruits almost all of it’s 
new agents. 


Empathic Link 


One consequence of the simi- 
larity between the parallels of 
Earth is the existence of Alterna- 
tive Selves — the same person in 
appearance, very often with the 
same personality. 


On parallels similar to the Par- 
allel of Origin of the character 
there is a 70% chance that they 
will have an Alternative Self on 
that parallel. 

This chance reduces gradually 
as the difference between the par- 
allels increases. Although it is ne- 
ver less than 5%. 


On some parallels an Alterna- 
tive Self may exist who have no 
genetic relation to the character, 
but has broadly the same perso- 
nality. These “Sisters under the 
skin,” as they are known are very 
rare. 
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Any character with any Tele- 
pathic Psi-skill can have, or may 
develop as a Latent ability, an 
Empathic Link. 

If a character wants to design 
a Psi-active character with this 
skill, the SC is 5 for the basic E- 
Link, 10 for the enhanced E-Link. 


Basic E-Link 


This allows the  Psi-active 
character to contact and commu- 
nicate mentally with an Alterna- 
tive Self (AS). 

The percentage chance for 
successful communication is PSI, 
minus the Parallel Psi-PRO of the 
parallel the AS to be contacted is 
on, plus 5% per Psi-point. (A Psi- 
point is also required to power 
the skill use.) 


Once the link is established it 
can be maintained as long as the 
characters require, at no further 
cost. 


Enhanced E-Link 


As the Basic E-Link with the 
additional ability to use the skills 
and knowledge of their other Al- 
ternative Selves. 

They are in a permanent con- 
dition of weak contact with one 
or more ASelves, and are able to 
access any use their skills. 


It costs 5 Psi-points to access a 
skill, or knowledge, for a number 
of hours equal to the character’s 
Psi-RR. The maximum number of 
skills, or fields of knowledge, 
which can be accessed at any time 
is equal to Psi-RR times two. 


The GM must decide which 
skills, and at what ratings, are 
available to the character. 


E-Link & Wildcards 


The E-Linked character can 
often be affected by what another 
AS is feeling or doing. 


Sudden twitches as an AS 
moves violently on another paral- 
lel, bursting into (apparently) in- 
explicable laughter or tears, and 
experiencing an AS’s pain — espe- 
cially their death — are all com- 
mon Wildcards. 
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Improving Psi-Skills 


Psi-skills can be increased 
through experience, trauma or 
training. 


Experience 


See page 119. 


Trauma 


The GM designs these rewards 
within an Adventure. 

Surviving the Trauma of an 
Awakening gives a Latent psionic 
his Psi-skills. 

Other Latent powers are usu- 
ally revealed during the traumatic 
events of an Adventure. 


Arkwright’s own Psi-skills and 
PSI itself were greatly enhanced 
by his two strange Deaths. 


Training 


ZeroZero (and the Disruptors) 
teach methods of meditation and 
techniques of mental visualisa- 
tion which enhance the perfor- 
mance of certain Psi-skills. 


ZeroZero can sharpen the use 
of Talents through the use of hy- 
pnotic training aids, or through 
Thought Implants accepted will- 
ingly by the subject. 

This allows the Talent to be 
fine tuned for specific uses. 


Enhanced Senses can _ be 
tuned to focus on the range of 
sound used by the human voice, 
the trained character can filter 
out back ground noises, and gain a 
+10% modifier when trying to 
Listen to conversations. 

The use of the other enhanced 
skills can also be refined. 


Intuition can be fine tuned to 
recognise potential ambushes or 
other dangerous situations, simply 
by training the character in 
“mock” situations — role-playing 
within a role-playing game. 


Spatial Awareness can be 
used to train in set routines, such 
as escaping from a certain set of 
hand cuffs, using computer de- 
signed manoeuvres when flying a 
combat aircraft or practise on 
driving a particular make of car. 
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When the character comes 
across similar circumstances in an 
Adventure they would gain a 
+10% to +20% modifier. 


Time & Directional Sense 
can be orientated around a chosen 
target or frame of reference. 

The character will be able to 
correlated the Talent with maps 
and time-tables or other know- 
ledge. 

Allowing them to make accur- 
ate predictions about how long a 
journey will take, the time a sen- 
try will make between passes on 
sentry-go and will be able to hold 
a time-lapse image of probable 
events based on a briefing or 
knowledge they hold. 

The last ability makes such a 
character ideal for judging the 
setting of time delay fuses on boo- 
by traps. 


Psi-Skill Rating Increases 


ZeroZero’s techniques can 
train a character in the effective 
use of the following Psi-skills. 


e Biosphere. +10% to the Psi- 
skill rating. 

Simulation training in identi- 
fying the Life Pulses of various 
cultural types and the likely Life 
Pulses of Disruptor agents. 


e Psychometry. +10% to the Psi- 
skill rating. 

Training allows the character 
to focus their ability to get the 
most information possible from 
the Psi-matrix. If the character 
spends an additional 5 Psi-points 
they can shift the Result Area one 
column to the left. 


e Telepathy. +10% to any of the 
Psi-skill ratings. 

Specific training is given in 
the area of the Empathic Link. 


Initially a psionic with the E- 
Link can contact 1D10 Alterna- 
tive Selves. Hypnotic therapy an 
auto-suggestion will allow the 
psionic to reach further, contact- 
ing more ASelves. 


To succeed a Result Area A or 
B is required using the character’s 
PSI as a percentage. It takes be- 
tween one to five weeks for each 
such attempt, during which the 
psionic can do little else. 


Disruptor Psionics 


The Disruptors use a variety 
of psionic agents and agents who 
appear to be psionic, but are not. 

The Psi-skills and styles in 
which they are used shows no 
consistent approach, at least as far 
as ZeroZero can discern. 


The use of psionics has a dir- 
ect, sometimes incalculable, effect 
on the Psi-matrix. 

The Disruptors can, some- 
times, find themselves on the 
horns of a dilemma: in situations 
where, if their agent uses psio- 
nics, he will undo part or all of 
the Disruptor’s work. 


ZeroZero agents have found 
themselves faced by powerful Dis- 
ruptor Knights, who have been 
more than capable of foiling them 
psionicly, yet the Knight has not 
used his Psi abilities at some cru- 
cial juncture — leading, on occa- 
sion, to the death of the Disrup- 
tor. 

This baffling behaviour is yet 
another aspect of Disruptor activ- 
ity that ZeroZero has no explana- 
tion for. 


Psionic Disruptors can come 
from a variety of backgrounds. 


The deadliest are the Disrup- 
tor Knights, invariably powerful 
psionics, trained and conditioned 
in the use of their Psi-skills in se- 
cure Disruptor bases. In addition 
to their Psi-skills a Disruptor 
Knight will be implanted with a 
number of “artificial” Psi- 
abilities, created by conditioning 
and Disruptor Psi-machines. 


Freelance  ppsionics, often 
duped and deceived by the Dis- 
ruptor Lodge they work for, can 
be just as powerful and deadly as 
the Knights. They can be far less 
predictable, as they can use their 
Psi-skills without restriction. 


Other Disruptor agents are of- 
ten implanted with psionic de- 
fences or minor Psi-abilities. 

These artificial shields pro- 
vide an unbreakable defence 
against most forms of psionic in- 
terrogation, as well as a creditable 
defense against other forms of 
mental attack. 


On problem with the more 
powerful Psi-shields is that they 
tend to cause mental instability in 
the person possessing them. 

Disruptor Bishops, such as 
Cromwell, have an alarming ten- 
dency to be psychotic. ZeroZero 
has regularly identified Disruptor 
Lodges by looking for a powerful 
world leader, industrialist or reli- 
gious pontiff who conduct indi- 
cates a deranged psyche. 


Psi-Active Disruptors 
Disruptor Knights 


Special Disruptor Agents se- 
lected in childhood, or bred from 
Psi-active stock, they are at the 
cutting edge of Disruptor activity 
across the parallels. They are in- 
variably male. 


Knights can have any Psi-skill 
or Talent. Although, due to the 
Disruptor breeding programme, 
Knights with Intuition and Bio- 
sphere are extremely rare. 


Disruptor Psi-training will en- 
hance any Psi-skill rating by 
+10%. It is during the course of 
this training that the Knight is 
implanted with his Psi-shields and 
other artificial Psi-abilities. 


Freelance 


Created as a normal Psi-active 
NPC, but at some point either re- 
cruited or hired to the Disruptor 
cause. 


Many will not know exactly 
who they are working for, being 
dupes in the usual Disruptor fash- 
ion. Consequently they may not 
have any implanted Psi-shields or 
Psi-abilities and will be difficult 
to identify as Disruptor agents. 

On the other hand they can — 
and have been — turned by Zero- 
Zero agents. 


Freelances who have some 
knowledge of the nature of a Dis- 
ruptor Lodge will usually have 
been implanted with Psi-shields. 

They often form part of the 
Disruptor Elite on a parallel and 
will have received the condition- 
ing which makes them loyal to the 
Disruptor cause. 
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Disruptor Lodges 


The native agents of the Disrup- 
tors are often implanted with Psi- 
shields. The creation of these Psi- 
shields involves hypnotic and 
thought implant conditioning, in- 
suring the unquestioning loyalty 
of their /esser agents. 


Significant native Disruptor 
agents may also be implanted with 
Standing Wave  Psi-abilities, 
which act automatically under 
certain conditions. 


These include the psychic de- 
fences which almost killed Ark- 
wright when he assassinated the 
Puritan Cabinet on 00-72-87, to- 
gether with more subtle abilities, 
such as creating an Aura of com- 
mand and power around Disrup- 
tor Bishops. 


THIS WAS A GOOD CHANCE.DYING, THE AGENT WOULD 
PERHAPS DIVULGE INFORMATION THAT NO AMOUNT 
OF MIND PROBING COULD PERCEIVE... INFORMATION 


ARKWRIGHT TRIED A THOUGHT IMPLANT... 


Psi-Shields & Implants 


These are created by a combi- 
nation of hypnotism, thought im- 
plants and manipulation of the 
subject’s Life Pulse by Psi- 
machines. 


Although never observed by 
ZeroZero directly they have come 
across photographs and engray- 
ings which show the use of a hel- 
met-shaped machine and the in- 
jection of drugs. 


Psi-Shields 


There are five types A to E. 

All have the same basic effect. 
The Psi-shield rating is used in- 
stead of the character's WIL 
when resisting Mental Attacks. 


All confer total immunity against 
any form of mind _ reading, 
although emotions may still be de- 
tected and identified. 


Type A °80. 

The most powerful Psi-shield, 
implanted in Disruptor Knights 
and Psi-active Disruptor Bishops. 


It acts as an effective WIL of 
80 when resisting Mental Attacks 
— note that the character’s actual 
WIL is used when making Mental 
Attacks. 

Unlike the other Psi-shields it 
can be increased by spending Psi- 
points, making it a powerful de- 
fence indeed. 


Type B 70. 

The commonest Psi-shield im- 
planted in Disruptor Bishops and 
the Lodge Elite. It’s use is often 
combined with various Standing 
Wave Psi-abilities. 


It defends against Mental At- 
tack as an effective WIL of 70. 


Type C °60. 

Psi-shield implanted in notable 
Disruptor Pawns. In most cases 
they are conditioned to have no 
memory of the Psi-shield having 
been implanted. 


It defends against Mental At- 
tack as an effective WIL of 60. 


Type D 050. 

Psi-shield implant common 
amongst Disruptor Pawns and 
dupes programmed to act for the 
Disruptors. 


It defends against Mental At- 
tack as an effective WIL of 50. 


Type E °40. 

Psi-shield implant bred into 
the Disruptor Technos. It can ap- 
pear amongst large sections of the 
population on parallels firmly un- 
der Disruptor control. 


It defends against Mental At- 
tack as an effective WIL of 40. 


Note that if the character’s 
actual WIL is higher it is used in- 
stead to defend against Mental At- 
tacks. 


Type A to C Psi-shields also 
protect against the consequences 


of Mental Attack involving 
Thought Implants, or other psio- 
nic manipulation of the charac- 
ter’s mind, which succeed. 


If the Psi-shield is breached a 
Standing Wave response is trig- 
gered which will seek to negate 
the effects of the Mental Attack. 
This takes place on the Act fol- 
lowing the successful Mental At- 
tack. 


The character rolls under the 
Psi-shield strength as a percent- 
age, if successful the effects of 
the Mental Attack are negated. 
This makes it next to impossible 
to achieve thought implants 
against major Disruptor agents. 


However, the Type B and C 
Psi-shields are less effective 
against such attacks. 

the consequences of the 
Mental Attack are negated the 
character may become dazed and 
unable to do anything (except 
Auto Combat responses) for 1D10 
Acts. 

This will happen if the Result 
Area of the D% roll to negate the 
Mental Attack is a D or E. 


Implants 
The Disruptors implant a 
range of preconditioned re- 


sponses into their agents. 


Disruptor Knights can _ be 
equipped with a startling range of 
abilities. Although most of the 
conditioning is used to establish 
loyalty to the Disruptor Lodge 
amongst the native agents across 
the parallels. 


Obedience 


One requirement of the Dis- 
ruptor Knights, as they travel 
from parallel to parallel, is that 
they be accepted, trusted and 
obeyed within the Disruptor 
Lodges. 


The Disruptor Bishops and 
Elite are programmed to respond 
to certain phrases spoken by the 
Disruptor Knight. 

Unfortunately these phrases 
are delivered using a Standing 
Wave, implanted on the Knight, to 
trigger the response — so knowing 
the right words does an outsider, 
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such as a ZeroZero agent, no good 
at all. 


Lesser Disruptor agents get 
the same sort of programming, 
but are conditioned to respond to 
spoken command phrases only. In 
this case, if the words are known, 
an outsider can gain acceptance 
amongst the lower echelon of a 
Disruptor Lodge. 


The conditioning is subtle. Ob- 
edience is not unquestioning and 
robotic, the conditioned subject 
instead accepts the character 
using the conditioning as an 
authority figure, whose orders or 
requests should — if reasonable — 
be obeyed. 


Combat Responses 


e Pain Blocking. Disruptor 
agents can be conditioned to tot- 
ally ignore pain and injury. Even 
to the point where they can keep 
moving and fighting after their 
HPs have been reduced to zero, or 
below. 


A character with this condi- 
tioning does not have to make 
END rolls after taking Critical 
Damage — they are taken to suc- 
ceed automatically. 

When the character’s HPs are 
reduced to zero or below they 
must roll under their END each 
Act to keep going. Once they fail 
they, finally, die. 


e Threat Response. The charac- 
ter is conditioned to act in a cer- 
tain way when danger threatens. 

Notably this includes the con- 
ditioning of Body Guards to place 
themselves between any attack 
and the person they are guarding, 
such as a Disruptor Bishop or 
Elite member. 


Disruptor Knights are condi- 
tioned to ready themselves for 
combat instantly, making it very 
difficult to surprise them. 

They can be caught asleep or 
in the midst of any other task, but 
will execute an appropriate Com- 
bat Response even before they are 
fully conscious of the situation. 


Death Wish. 

If captured, or other predeter- 
mined conditions are met, then 
the character will die. 


This is sometimes, usually 
with Disruptor Knights, combined 
with a Standing Wave which 
causes Spontaneous Combustion 
of the newly created corpse. 


Disruptor Knights have the 
option of being able to will their 
death at any time. 


Other Implants are possible. 


Standing Wave Responses 


Disruptor technology can cre- 
ate individual Standing Waves in 
the Psi-matrix, which are then 
slaved to a chosen person. 


These Standing Waves can 
either be triggered by the exer- 
cise of the character’s WIL or act 
automatically in response to pro- 
grammed conditions being met. 


The more powerful Standing 
Waves may require the use of a 
Psi-point to trigger them, and are 
restricted to Psi-active Disruptor 
agents. 


Once a Standing Wave is dis- 
charged it will regenerate in a 
number of hours equal to the Par- 
allel Psi-PRO divided by ten; the 
negative sign is disregarded if ap- 
plicable, they do not regenerate 
in, say, minus four hours. 


Standing Waves can be created 
to simulate any Psi-skill use or 
Talent. 

The GM must rate the artifici- 
ally created elements of the 
Standing Wave. 


Standing Wave Format 


SW Rating. The percentage 
chance of the Standing Wave per- 
forming. The equivalent of a Psi- 
skill rating percentage. 


Range. The fixed Range Level it 
will operate up to. 


Mental Attack Rating. If the 
Standing Wave is a Mental Attack 
this is the artificial WIL rating 
used. 


Effect. What the Standing Wave 
does and how it does it. 


Sample Standing Waves 


Psi-active SW 
Both require one Psi-point to 
activate them. 


FireStarter 

SW Rating: 50%. 

Range: 50’. 

MA Rating: 50. 

Effect: Causes the combustion of 
any flammable single flammable 
object within range. 

It can also be used to provoke 
Spontaneous Human Combustion, 
in which case it is used as a Men- 
tal Attack. The victim is set 
alight, taking 2D10 HPs of Dam- 
age per Act. The fire can be extin- 
guished by normal methods, or by 
the victim making a successful 
WIL roll, at -20%. 


Invisibility 

SW Rating: 60%. 

Range: Self. 

Effect: A refinement of Bio- 
sphere, the character’s Life Pulse 
is altered so that they effectively 
escape notice by anyone looking 
at them. 

They can still be seen, if a roll 
under the onlooker’s PSI is made, 
with a Result Area selected by the 
GM which is appropriate to the 
circumstances. 
eA if the observer is otherwise 
preoccupied. 
eB if the observer is relaxed, but 
otherwise unoccupied. 
eC if the observer is alert; such as 
a sentry. 
eD if the observer is very alert; 
such as a character in the midst of 
combat. 
eE if the observer knows to watch 
for such phenomena. 


WIL Activated SW 

A D% roll under the charac- 
ter’s WIL is required to activate 
the following Standing Waves. 


Psi-Point Drain 
SW Rating: 70% 
Range: 50’. 
MA Rating: 70. 
Effect: As per the Biosphere 
Mental Attack, page 98. 

The attack will drain D% (1 to 
100) Psi-points from the target, if 
the Mental Attack succeeds. 


This is the implanted Psi- 


ability used against Arkwright by 
Cromwell. 
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Command 

SW Rating: 60%. 

Range: 100’. 

MA Rating: 70. 

Effect: A use of Transmission — 
Thought Implant, page 93. 

If the Mental Attack succeeds 
the target will obey a short spo- 
ken command issued by the char- 
acter at the same time as this 
Standing Wave is used. 


Automatic 
Waves 
These will be triggered when 


the circumstances noted in the 
Effect description are met. 


Standing 


Healing 
SW Rating: 60%. 
Range: Self. 
Effect: As the use of Biosphere to 
Heal, page 86. 

When the character takes over 
a preset limit of HPs of Damage, 
usually just over one quarter of 
their total HP, they will recover 
all the Damage done to them. 


Implanted Life Pulse 
SW Rating: 100%. 
Range: Self. 
Effect: The character has a coun- 
terfeit Life Pulse, which will 
usually make them out to be a na- 
tive of the parallel, especially if 
they are a Disruptor Knight. 

It functions in the same way as 
noted on page 91, Psychometry vs. 


r il 
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The Arkwright Multiverse 


“There is not one infinite universe, instead there are an infi- 
nite number of universes: a multiverse.” 


Those were Karl Marx’s first words to the Scientific Assembly of 
Munich in 1882. I’ve read that the media described the implications as 
“far-reaching.” 

My great-grandfather told me that some people panicked, thinking 
that we were about to be invaded at any moment. Our entire world was 
stunned. I don’t think that many people had more than a shaky idea of 
what Marx meant by “probability valency,” “shell perception” and all 
the rest. There was a lot of speculation and debate. 

I remember my grandmother insisting that it was all a hoax, as late 
as 1964, especially after what Orson Welles did. 

Mind you, for most people doubt ended in 1886, when Crookes 
proved Marx’s theoretical model to be an actual physical reality. By the 
end of 1888, at the World Fair in Paris, we had had to accept that our’s 
was but one of an infinity of Earths. 

Yet what did they hold? What were they like? Were there Earths 
where dinosaurs still lived? Where the Holy Roman Empire still held 
sway? Others where life, as we knew it, had never evolved? 

The truth of it, when we were at last able to perceive it, was beyond 


our wildest imaginings and our darkest nightmares. 


Recorded text of EL communication » CAT4.63255/6. 


Location » ELA Rm 15. 
Date » 24-09-71. 
Subject » Mary Astor. 
A/Para » 09-01-67. 


Notes » Instruction to AS recently contacted, Para as above. Standard 


Pattern Briefing. 


C/P 659023a. Non-crisis. Strength and imaging 95%. 


ZAEHROZERO 


The myriad parallel Earths are 
separated from each other not by 
space or time, but by a dimension 
the Karl Marx of ZeroZero 
termed “probability valency.” 

These Earths are all the echoes 
of the same basic blueprint. Each 
co-exists in time. Most co-exist in 
space; some occupy slightly dif- 
ferent orbits, or are at a different 
point in their orbit. The latter two 
classes of parallels are extremely 
rare. Most Earths share identical 
astronomical features: Core Posi- 
tion as it is termed on ZeroZero. 


Each Earth is different in 
some fashion from the others. 
There are a few that have never 
known Humankind, and on these 
Earths there has never evolved 
any life form of comparable intel- 
ligence to Humanity. 

Across the parallels inhabited 
by Humankind there are many 
variations of history. 

A surprising number share the 
Eastern or Euro-Asian continent 
as the cradle of whatever civilisa- 
tion they have. Beyond this the 
variation in culture, language, so- 


cial development and human psy- 
chology is too slight, within the 
massive breadth of probabilities, 
to be entirely coincidental. 


The Earth known as ZeroZero 
developed along one of the five 
standard historical templates. Ris- 
ing to a Middle Ages which saw 
the rapid growth of the Holy Ro- 
man Empire, the Germanic states 
were strongly united in an unusu- 
ally coherent and effective al- 
liance. Their rulers, and later the 
World Emperors, maintained a 
continuity of lineage and policy 
for nearly five centuries. 


Dominated by this Empire 
neither England, Spain or France 
developed into major powers. The 
Ottoman Empire briefly opposed 
the Holy Roman Empire; the re- 
sulting Thirty Years War served 
only to sharpen the technological 
revolution begun by Gutenberg 
and the mediaeval alchemists. 

Through a lengthy process of 
war and diplomacy the Empire 
rose to world domination. By the 
end of the seventeenth century 
the “Boy Emperor,” Frederick X, 
the puppet of a decadent and glit- 


tering court, held sway over the 
entire globe. 


There had, during the Em- 
pire’s long climb to misrule, been 
another power rising. Science had 
been slowly assimilated, over the 
previous two centuries, as the reli- 
gion of the masses. 

The Futurist Renaissance with 
its new ideals, its reappraisal of 
the world in the light of scientific 
thought, and its contempt for the 
old doctrine and dogma (in which 
the rule of the Emperor was en- 
shrined) was the movement of the 
people, and, more importantly, 
that of the military. 


The world-wide military coup, 
the execution of Frederick and 
his court, followed by a dictator- 
ship based on the principles of 
the Advancement of Science, was 
inevitable, merciless and brief. 


“IT am the Son of Scientific 
Thought,” declared the first 


World Consul, Napoleon Bona- 
parte, when the world was finally 
brought under the Futurists rule 
in 1802. 


The science of this Earth grew 
by leaps and bounds, unfettered 
by the socio-religious prejudice 
usual on other parallels. 


By 1800 John Dalton had per- 
fected his Theory of Relativity. In 
1816 Franz Joseph Gall proves to 
the scientific establishment the 
existence of psionics. In 1820 a 
man and woman set foct upon the 
Moon. In 1832 Charles Babbage 
completed BINAC, the first elec- 
tronic stored-programme compu- 
ter. During the early 1850’s world 
poverty and famine were eradi- 
cated. 


And, working quietly in Lon- 
don, the mathematical genius Karl 
Marx was progressing towards a 
discovery which would change his 
world. 


He was constructing a mathe- 
matical model of the universe, 
then of the multiverse his equa- 
tions predicted. 

In 1881 he had his proof; that 
beyond the common and familiar 
Earth there were others, set in 
other solar systems, set in other 
galaxies, set in other universes. 

As he refined his theories 
Marx designed the annotation sys- 
tem still used by ZeroZero to de- 
signate the different continua. 

His own Earth was taken as a 
norm, thus 00-00-00 for Zero- 
Zero; so 00-01-00 and 00-00-01 
would be flanking parallels, one 
unit of “probability valency” re- 
moved, and so forth. 


Marx announced his discovery 
to an Earth much changed from 
the Iron Rule of Science. 

Over the last century, the dic- 
tatorship had mellowed into bene- 
volent rule. In 1900, the dictator- 
ship and the powers of the World 
Consul were dissolved by the 
Athens Accord. 

A self-regulating World Gov- 
ernment was established. Zero- 
Zero had become the first techno- 
logically advanced parallel to live 
in harmony with itself, freed 
from cultural and religious dog- 
ma. 


One of the first acts of the 
new administration was to initiate 
the Valhalla Programme. 

Created to monitor parallel 
worlds and observe the predicted 
fluctuation of historical trends. 

London was chosen to be the 
site of the giant Valhalla Nova 
complex, built to house the most 
advanced technology of the time 
and the specialists the project re- 
quired. 


The massive hyper-computer 
W.O.T.A.N. was conceived as an 
integral part of the structure and 
project. 

W.O.T.A.N. was designed to 
scan the continua, to correlate, 
analyse and display information 
on the status of the myriad paral- 
lel worlds. 


That ZeroZero had the techno- 
logy to do this was unsurprising. 
The means of reaching other par- 
allels lay in the careful nurturing 
of psychic and paranormal re- 
search. 

Parapsychology had been re- 
cognised and developed as a true 
science on ZeroZero since the 
1830’s. 


By the early 1900’s on Zero- 
Zero the ability of certain human 
minds to hook into and use psio- 
nic energy was a well established 
fact. Furthermore, methods of 
developing and enhancing psi- 
abilities had been carefully nur- 
tured. 


One of the most astonishing 
finds was that of the Empathic 
Link. Psychics with this talent 
could, through various techni- 
ques, monitor and on rare occa- 
sions communicate with their 
alternative selves on other paral- 
lels. 


Some psychics could use psy- 
chometric techniques to scan 
other parallels; techniques which 
were at first augmented by 
W.O.T.A.N. and then duplicated 
by the hyper-computer. 


During the long, hot summer 
of 1905 the Valhalla Nova com- 
plex became fully operational. 

The parallels surrounding Zer- 
oZero were scanned; the informa- 
tion received was split into basic 
social and cultural indices. These 
were then compared to the theor- 
etical indices generated by 
W.O.T.A.N. and Marx’s careful 
predictions. 


The results were nowhere near 


THE DISRUPTORS 
DISCOVERED 


Previous speculation had con- 
cluded that the variation across 
Human-inhabited parallels would 
be enormous. Each parallel was 
expected to have generated its 
own individual psychology, lan- 
guage groups, histories and socie- 
ties. 


Instead, W.O.T.A.N. demon- 
strated that the socio-historical 
variation fell within 30%, on the 
Marx-Oppenheimer Index, of 
ZeroZero’s history across a set of 
one thousand “neighbouring” par- 
allels. 


This was, of course, improb- 
able in the extreme. 

For example, the odds against 
the adoption of the Gregorian ca- 
lendar, across a significant num- 
ber of the sample parallels, was 
calculated at approximately 
735,000 to 1 against. 

Yet only five parallels, were 
not using the Gregorian calendar; 
by whatever name it was known. 


There had to be an outside 
force acting on the parallels. 

W.O.T.A.N. named the effect 
of this force Disruption, and be- 
fore long had proved to it’s satis- 
faction the existence of the Dis- 
ruptors. 


Initially it seemed that every 
parallel exhibited some shade of 
Disruptor activity: even Zero- 
Zero. 

The considerable panic this 
caused was used to justify the ex- 
pansion and increased budget of 
the Valhalla Nova programme. 


Fortunately the continued re- 
search demonstrated that this 
shadow of Disruptor activity was 
exactly that. 

It was discovered that there 
were parallels which occupied 
probability foci (also termed psi- 
matrix nodes) and that any distur- 
bance on these focal Earths was 
echoed by similar disturbances on 
the shadowed parallels. 


Two things were swiftly de- 
monstrated by this new intelli- 
gence. Firstly, that Disruptor ac- 
tivity had been and was being co- 
ordinated across these focal paral- 
lels. Secondly, that ZeroZero oc- 
cupied a strangely stable and in- 
dependent position in the Multi- 
verse. 


The first period of research 
into other parallels (1905-1928) 
ended when the Psi-section was 
brought fully onto stream with 
the rest of Valhalla Nova. The 
next few years saw the difficult 
work of setting up “field opera- 
tions” on those parallels that 
could be reached via the empathic 
link or other psionic means. 

By 1930 Valhalla Nova had 
four hundred and sixty-two psy- 
chics gifted with the empathic 
link, each in contact with be- 
tween three to twenty alternative 
selves. 

The difficult work of achiev- 
ing full communication, then per- 
suading what was often a very 
frightened individual to  co- 
operate, could take years. 


The first active “field agent” 
was Margaret Bondfield of 28-00- 
35, a citizen of the French Imper- 
ial Estates-General, recruited in 
1924. Other Margaret Bondfields 
followed on other parallels until, 
by 1930, there were fourteen ac- 
tive Bondfields; two of whom had 
succeeded to government, in a 
ministerial or consular capacity, 
on their respective (British Em- 
pire and Roman Republic domi- 
nated) parallels. 


By this time a considerable 
body of information on Disruptor 
activity had been assimilated. 
ZeroZero now had numerous in- 
sights into the respective histor- 
ies, modes, and means of Disrup- 
tor campaigns across a huge num- 
ber of parallels. 


Unfortunately, a goodly 
amount of this information was 
highly speculative; furthermore 
the patterns of Disruptor activity 
often seemed contradictory. 


Analysis of the few thousand 
parallels available to ZeroZero 
through the empathic link showed 
numerous patterns of common 
historical perception. Whereas 
psychometric scans of certain 
parallels revealed that their his- 
tory, usually up to the sixth 
through to the eighth centuries, 
had been manifestly different. 

It gradually emerged that the 
Disruptors had _ rewritten, or 
grafted on, the perceived history 
of these parallels at least twice in 
the history of the multiverse. 


The first and greatest re- 
moulding of the perception of the 
past had taken place between 550 
to 7OOAD. 

The second was during the 
years 1500 to 1800AD. Three cen- 
turies which saw a rapid turn 
around from the period of the 
witch-hunting craze (common to 
most parallels) to times of scienti- 
fic discovery and enlightenment 
on some Earths, but of philosophi- 
cal and scientific repression on 
others. 


Whatever they were doing, for 
whatever reasons, it was certain 
that the Disruptors had engin- 
eered wars, coups d’etat, plagues, 
peace treaties, scientific discover- 
ies, industrial and philosophical 
revolutions, assassinations, auto- 
cracies, alliances, reformation, 
decline and renaissance for over a 
thousand years. 


Some theorists argued that 
their influence could stretch all 
the way back to the beginning of 
human society. The majority opi- 
nion, however, settled on the 
fourth and fifth centuries as those 
in which the Disruptors had be- 
come established. 


THE VALHALLA 
RESPONSE 


The theorists on ZeroZero 
could explain possible Disruptor 
motivations for several, linked, 
activities. However, no theory 
could consistently explain all Dis- 
ruptor activities. 
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Until the mid 1940’s the most 
popular hypothesis insisted that 
there were actually numerous, 
conflicting Disruptor organisa- 
tions. 

A great many lives were lost in 
a number of abortive attempts to 
recruit, or liaise with, what Zero- 
Zero perceived to be, ethically 
sound Disruptor enclaves. 


By the start of the 1960’s Zero- 
Zero had, at last, reconciled itself 
to standing alone against the Dis- 
ruptors. 


The working hypothesis al- 
tered to accept that the Disrup- 
tors were co-operating in the 
manipulation of hundreds of 
thousands of parallels. 

The World Government of 
ZeroZero accepted that, whatever 
the nature of this manipulation, it 
must be countered where possible. 


The main directive issued in 
1921 by the World Government or- 
dered that the counter-Disruptor 
activities performed by ZeroZero 
must act to enhance the freedom 
and preserve the well-being of the 
afflicted Earth. 

The aim of any Valhalla Nova 
activity, therefore, was to remove 
the Disruptor influence, whilst 
leaving the Earth in question 
unaware of both ZeroZero and 
the Disruptors. 


The question of secrecy, and 
of fighting the Disruptors in se- 
cret, first became an issue on Para 
34-09-09, in 1920. 


Due to W.O.T.A.N.’s interfer- 
ence (using Valhalla Nova’s most 
powerful telepaths) the World 
War I of this parallel had conti- 
nued for far longer than the Dis- 
ruptors desired. 


ZeroZero further manipulated 
the Disruptors into increasing the 
power of the Anglo-French 
American colonial states, in an ef- 
fort to hasten the end of the war. 


In the final days of the war the 
Americas declared their indepen- 
dence, and ZeroZero took the 
previously untried action of in- 
forming this Earth of the exis- 
tence of the parallel Earths, of 
themselves and the Disruptors. 


Within hours the fledgling 
American Federation was de- 
stroyed by nuclear attack. De- 
vastated by weapons launched on 
a different parallel which 
emerged at ground-zero on 34-09- 
09 


Elsewhere around the parallel 
there were other, selective strikes, 
attacks by strike forces of Rooks 
and the outbreak of engineered 
plagues. 


Within a decade the world was 
reduced to a primitive techno- 
logy, with the remaining popula- 
tion harshly moulded into a loose 
tribal structure. 


On ZeroZero the lesson had 
been learnt. 

It might be that para 34-09-09 
was one which the Disruptors 
could afford to lose, but ZeroZero 
could not, in all conscience, take 
such a risk again. 


The War would go on, but it 
would be a shadow war, fought by 
shadow warriors. 

A war in which the victories 
and defeats would, all to often, 
seem meaningless, far too subtle 
or small to matter. 

And always there is the Ques- 
tion: Who are the Disruptors, and 
what, ultimately, do they want? 


THE DISRUPTOR 
INTELLIGENCE 


The following is what Valhalla 
Nova knows of the standard pat- 
terns of Disruptor activity across 
the parallels. 

Most of the information con- 
cerns the methods and organisa- 
tion of known Disruptor agents. 
This material forms the basis for 
the Valhalla Nova briefing of new 
ZeroZero agents. 


W.O.T.A.N. soon realised that 
most of the Disruption was con- 
ducted by agents indigenous to 
the parallel being disrupted. The 
most powerful of these agents 
usually occupied positions of 
power on the parallel, as either 
heads of state or religion, or as 
powers behind the throne. 


These key agents received 
their instructions from 
(W.0O.T.A.N. assumed) a central 


Disruptor control, probably based 
on a single parallel. 

These instructions were passed 
through either the empathic link, 
or, increasingly since the end of 
the end of the nineteenth century, 
by sophisticated Trans-Parallel 
Communicators (TPYs). 


Somewhat to Valhalla Nova’s 
surprise, it was discovered that 
most of the Disruptor agents were 
dupes. 

Disruptor control would deli- 
berately manipulate its agents’ 
perceptions and knowledge. Many 
key Disruptor agents would not 
even know of the existence of 
parallel Earths. 

Moreover, Disruptor control 
represented itself in many differ- 
ent ways across numerous paral- 
lels. 

The Disruptors’ influence on 
these key agents, called Bishops 
by ZeroZero, could often be 
traced back over several centur- 
ies. 


A technique of Disruptor first 
contact emerged. 

The Disruptors would usually 
begin by representing themselves 
as a powerful, though secret, or- 
ganisation, sympathetic to their 
chosen agent’s cause, convictions 
or ambition. 

The newly recruited Bishop 
would then be aided in the estab- 
lishment of an expanded power- 
base; the Disruptor Lodge. 
Where possible existing social 
groups were used as _ fronts, 
whether political, religious, cor- 
porate or criminal. 

It is not unusual for the Dis- 
ruptors to infiltrate and take over 
existing secret societies. 

(A fact that can cause consid- 
erable confusion to ZeroZero 
agents, as they attempt to es- 
tablish which secret society, out 
of several native ones, is the act- 
ual Disruptor Lodge.) 


The Disruptor Bishop’s first 
priority is to recruit further 
prime agents. These are organised 
into an Inner Council, who are 
the only native Disruptor agents 
to know of the existence of the 
Disruptor control. 


Immediately below that an 
Elite is formed, these agents be- 
lieve that the Bishop and the In- 


ner Council are the masters of the 
Lodge. 


Finally, the Elite recruits and 
controls the rank and file, the 
Pawns, of the Lodge. These ordi- 
nary members make up the largest 
proportion of any Lodge, 
although their knowledge about 
the Lodge, its purposes and orga- 
nisation, can vary wildly from 
parallel to parallel and even with- 
in the Lodge itself. 


The establishment of a Lodge 
usually takes a generation. During 
which time the Inner Council’s 
loyalty to and dependence on the 
Disruptors will have been firmly 
established. 

Once the Disruptor control is 
certain they begin to use their 
puppets for their own inscrutable 
aims. By this time the Bishop, or 
their heir, normally accepts these 
plans as perfectly desirable or jus- 
tifiable. 


The inducements offered by 
the Disruptors are considerable. 
Their strongest card remains that 
of knowledge. 

Thousands of parallels have 
fallen to Disruptor Lodges using 
sophisticated weapons and tactics 
beyond the norm of that Earth. 
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Brutal and direct support has 
occasionally been provided by the 
Rooks. 

These are cybernetically en- 
hanced humans, far stronger than 
a normal person, with an arsenal 
of highly advanced weaponry at 
their disposal. 


At first ZeroZero thought that 
the Rooks were entirely robotic, 
but a ZeroZero agent managed to 
disable and briefly examine one, 
discovering them to be about 70% 
human/organic and 30% machine. 

For some reason the Disrup- 
tors have been extremely reluc- 
tant to use the Rooks since the 
nineteenth century on most paral- 
lels. 


Far more subtle and dangerous 
are the Disruptor Knights. These 
human agents are invariably psy- 
chic and able to travel between 
parallels, as do the Rooks, by 
using Trans-Parallel Vehicles 
(TPVs). 

The Knights function as in 
situ advisors to the Bishops. On 
rare occasions they may command 
a Lodge on a parallel considered 
critical to the Disruptors. 


To date ZeroZero agents have 
yet to capture a Disruptor Knight 
alive. Simply because they all ap- 
pear to have the ability to will 
their own death. 


Several items of Disruptor 
technology have been observed by 
ZeroZero agents. 

Some have been captured. One 
of the most significant events was 
the recovery of a Trans-Parallel 
Communicator (TPC) from a 
Disruptor Lodge destroyed by 
ZeroZero agents. Which has freed 
ZeroZero from a total reliance on 
agents with the Empathic Link. 


ZeroZero also discovered that 
the supposed psionic talents of 
the Bishop and Inner Council 
were often the product of Disrup- 
tor machines. These artificially 
implanted psychic abilities can 
usually be predicted, giving the 
more flexible psi-active ZeroZero 
agents a much needed edge. 


Once established the Lodge 
acts as the tool of the Disruptors 
on the parallel. 

There might, in fact, be a num- 
ber of Lodges, some acting in op- 
position to each other. The 
Lodges are used to initiate and 
control the social and geopolitical 
manipulations that the Disruptors 
wish to create. 


Valhalla Nova has extensive 
files detailing individual Lodge 
actions and reports of the activi- 
ties of Disruptor Knights and 
Rooks. 


It is evident that many of the 
Bishops and Inner Councils have 
no idea of the wider ramifica- 
tions of their actions. In some cir- 
cumstances the Disruptors have 
brought about situations where 
their own Lodges have been de- 
stroyed; usually whilst another is 
being created, or it’s influence 
enhanced. 

Communication, using a TPC, 
between Bishop and Disruptor 
control has only been observed a 
handful of times, by ZeroZero 
agents who survived the exper- 
ience. 

In each case Disruptor control 
represented itself as some kind of 
guiding oracle, organisation or 
figurehead. 

The only consistency is that 
the TPC shows the image of a 
man (in one case a talking statue), 
in robes or uniform, against some 
sort of symbol which represents 
the Lodge. Each man, and the sta- 
tue, showed a marked racial simi- 
larity. 
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The Disruptors are the descen- 
dants of FireFrost’s creators. 


When FireFrost was originally 
activated the psychic, humanoid 
race responsible for its construc- 
tion had taken the best measures 
it could to protect its ruling elite 
from the Entropy Effect. 

The government was secretly 
moved to intergalactic space, the 
vessels containing it joining with 
a small fleet of scientific craft 
stationed there to observe the 
mother galaxy. 

The scientists were of the opi- 
nion that FireFrost would cause 
Entropic Chaos across their ga- 
laxy and its parallels, but this 
would have a finite limit when a 
certain percentage of the psi- 
matrix was in flux. When this 
point was reached, their calcula- 
tions predicted, FireFrost would 
split and the galaxy would stabi- 
lise. Leaving them with the im- 
mense, but not impossible, task of 
rebuilding. 


They were wrong. 
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The True History of the Disruptors 


Once the terrible’ truth 
emerged there was chaos aboard 
the vessels. The crews of several 
military craft mutinied and at- 
tacked the government and scien- 
tific personnel. Others committed 
suicide or went insane. 


Eventually, the surviving gov- 
ernment elite and scientists re- 
gained control. They decided to 
follow FireFrost. The remaining 
debris of their mother galaxy 
could not sustain them, its psi- 
matrix had been so damaged by 
FireFrost that to remain would 
have meant the slow decay of 
their minds and will, and finally 
death. 


The damaged fleet was clus- 
tered together and linked into a 
single, massive Ark. Suspension 
chambers were cannibalised from 
other equipment, or constructed 
from scratch using makeshift 
tools. The various ships’ drives 
and power sources were inte- 
grated into one. Of the thousands 
still living, hundreds died in this 
labour. 


| THE CYCLE ENDS AS THE MATTER COLLAPSES 
IN ON ITSELF To FORM A NEUTRON STAR. 
IMMUNE FROM NATURAL LAWS, ITS 5 
PURPOSE FULFILLED FIREFROST EMERGES Te 
FROM THE BLACK HOLE , THE CELESTIAL 
GRAVE OF ITS MOTHER GALAXY , SPEWED 
FORTH INTO THE EMPTINESS OF |NTER- 

|-GALACTIC SPACE To DRIFT FOR AEONS. 


At length the Ark was ready. 
The crew went down into a sleep 
of aeons, and the vessel’s compu- 
ters guided it along FireFrost’s 
magnospheric trail. 


It was a voyage and a dream- 
ing many would not wake from. 
For as they entered the galaxy 
into which FireFrost had been 
spewed, its Psi-matrix, so alien to 
the one they had known, intruded 
on their minds. Hundreds had 
nightmares so terrible they died. 

Wild telekinetic forces gen- 
erated by the nightmares wreaked 
havoc with the Ark’s systems. The 
sensitive array tracking FireFrost 
was destroyed, and a sudden con- 
vulsion of power wrenched the 
Ark through the parallels. 

Brought out of hibernation by 
the vessel’s emergency  pro- 
grammes, the surviving aliens, 
now numbering less than a thou- 
sand, regained control. 


Sufficient data had been re- 
tained by the computers to pre- 
dict the star system into which 
FireFrost had fallen, even to the 
very planet onto which it had 
plummeted at the end of its long 
voyage. Forced to pilot the Ark 
manually they followed as best 
they could. 

They reached Earth an aeon 
after FireFrost. Their chase had 
been a long one, the Ark unable to 
match the preternatural velocity 
of the galaxy destroyer. 


They hoped to find a primitive 
planet on their arrival, a young 
world to shape into an oasis of 
peace in a hostile galaxy. Instead, 
they found a hell. A planet incred- 
ibly alike to their home world, yet 
violently psychically hostile to 
them. Worse, they could find no 
trace of FireFrost. 


The latter problem they soon 
solved. When they examined the 
surrounding Psi-matrix, they dis- 
covered that the Ark had been 
shifted to another parallel during 
its voyage. 

The former they deduced as 
FireFrost’s doing. It had, on 
breaking in two on its arrival, re- 
leased a ripple of psychic energy 
that had fundamentally altered 
the planet’s and, to some extent, 
the surrounding galaxy’s struc- 
ture and that of its parallels. 
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This energy wave had been im- 
printed with the psychic reso- 
nance of FireFrost’s mother ga- 
laxy, and had twisted the atoms of 
the primordial soup into confi- 
gurations from which had arisen 
lifeforms mockingly similar to 
those the voyagers had known; 
both plant and animal. 


Most of the remaining voya- 
gers went insane as the Psi-matrix 
of the new world overwhelmed 
them, destroying or possessing 
them. For a time some became as 
gods, roaming Earth and its paral- 
lels in terrible shapes. Before they 
fled from their kin they came 
close to destroying the Ark, 
wrenching it once more through 
the parallels. 


Only the most powerful minds 
among the aliens could shield 
themselves from the ravages of 
the Psi-matrix, these were the 
scientific elite, FireFrost’s crea- 
tors. 

Eventually they formulated a 
solution. A machine must be 
made, similar to the one in which 
they passed the long voyage. In it 
they would lie dreaming, and into 
their dreams would pass a con- 
trolled trickle of the reality be- 
yond. The reality in which they 
would have to live when they re- 
turned to waking life. Given the 
proper suggestions and fed the 
correct diet of drugs, their minds 
and bodies would adapt. 


The City Of Dreams 


Yet to build this city of dreams 
was too great a task for them 
alone. 

They needed servants to toil 
for them. So they shaped them 
from the shambling forms that 
aped their own and were already 
struggling towards intelligence. 

Out of the picanthrepan clay 
the aliens moulded humanity 
after their own image. 


A work of centuries began. 
When it was done less than a hun- 
dred of the aliens had survived. 
As they made ready for their sec- 
ond sleep they debated what to do 
with their servants. 

Some urged that they be de- 
stroyed, their usefulness over. 
Others spoke against this, counsel- 
ling that on waking, they would 
have need of servants again. It 
was this argument which finally 
prevailed. 

So humanity was scattered 
across the _ parallels, seeded 
against the aliens’ future needs. 


The voyagers entered their 
city and slept. As they dreamt, the 
machines tended them, feeding a 
steadily growing ration of psychic 
reality into their minds. 

A handful broke, died. 


Outside the city massive robot 
tenders roamed the continents 
and oceans guiding the tectonic 
plates, nursing the still young 


world to geological calmness, 
moulding the weather so that no 
storm ever troubled the air above 
the city. 

In orbit and from the Moon, 
machines kept vigil over the hea- 
vens, destroying any approaching 
fragments of space debris. 


A dozen or more centuries 
after the Sleep had begun there 
came an asteroid half the size of 
the Moon, trailed by a host of 
smaller bodies. When the city’s 
defences had done their best there 
remained one great spinning frag- 
ment, which fell to Earth far from 
the city. 

It was enough: the planet ten- 
ders could not contain the follow- 
ing earthquakes and the Earth’s 
crust began to break apart. Emer- 
gency programmes came into ef- 
fect and the city broke loose from 
the ruined Earth to float alone in 
orbit around the sun. 

Though it had survived, the 
city was damaged, and the Drea- 
mers would sleep for far longer 
than they had planned. 


The Age of Wonder 


As their sleep lengthened into 
millennia, Humanity was chan- 
ging. Abandoned by its creators, 
bereft of their guidance, they 
were found by the Changelings; 
those aliens which had surren- 
dered to the psi-matrix. 


Together they made the Age 
of Wonder, a time of happenings 
that have come down across the 
millennia as legends of gods and 
heroes. 

Their minds unfettered, Hu- 
manity developed psychic powers, 
aided or thwarted by the Changel- 
ings as it took their unfathomable 
fancy. 


Eventually, the Age came to an 
end. 

The Changelings could not 
sustain themselves forever against 
the erosion of the hostile psychic 
environment. They dwindled and 
perished, their passing hastened 
by the venting across the parallels 
of psychic waste from the City of 
Dreams. 

Humanity inherited the conti- 
nua. 


On the parallel of FireFrost’s 
arrival the psychic priest-kings of 
the Egyptian Kingdom discovered 
the Opal. Terrified by it, they 
sought the advice of Gilgamesh, 
the greatest psychic of that age. 

After long deliberation, Fire- 
Frost was sealed beneath the 
Great Pyramid. 


The Sleepers Awake 


At last the Sleepers awoke, 
ending their  millennia-long 
dream with a burst of psychic en- 
ergy that sent a shockwave across 
the parallels, consuming the psy- 
chic adepts of Humanity like 
moths in a candle’s flame. 

It was a reflex on the aliens’ 
part. In the first hazy moments of 
consciousness they recognised the 
threat psychically aware Human’s 
posed and dealt with them, by 
blind instinct. 


Yet the cost to them was ter- 
rible, weakening or destroying the 
psychic abilities that remained to 
them. 

Now the aliens desperately 
journeyed across the parallels, 
searching frantically for Fire- 
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Frost. As they traveled, they 
found their ancient works ruined 
or buried, beyond salvage. 

There was despair, confusion, 
and finally a murderous civil war 
amongst the remaining aliens, 
from which there emerged a sin- 
gle victor: the scientist who had 
conceived of FireFrost, in a time 
so long ago that it seemed, even to 
him, almost a dream. 


The Bringer of Light 


During the second sleep, he 
had been inspired. To him alone a 
revelation had been granted. 

As FireFrost had altered this 
galaxy, this Earth, and their par- 
allels to a twisted doppleganger of 
it’s galaxy of origin, it could also 
be used to tear apart the fabric of 
this galaxy and weave it anew into 
a true recreation of the mother 
galaxy. 


To achieve this, the psi-matrix 
of the parallels would have to be 
manipulated into a _ particular 
configuration. 

To rearrange reality, to warp, 
twist, and hammer the raw ore of 
psychic energy there was only one 
tool available; Humanity. 


The surviving alien, who now 
called himself the Bringer of 
Light, would have to play Human- 
ity like a vast orchestra across the 
parallels of Earth. 

Until the day FireFrost could 
be used to strike the final chord. 


The Grand Design 
The Grand Design 


The Bringer of Light’s first 
imperative was to construct a base 
from which the millenia long plan 
could be directed. To this end he 
returned to the City of Dreams, 
taking with him a small corps of 
human servants. 

From these he would breed the 
Technos, who would expand the 
city into the far larger complex 
required for the co-ordination of 
the Grand Design. 


To fulfill the need for a less 
specialised labourer, and that of 
soldiers for his armies, the Bring- 
er of Light turned to an offshoot 
of the hominid from which Hu- 
manity had been created. 

Australopithecus Robustus 
provided the genetic foundation 
on which the Rooks were built. 


Early in the program, the 
Bringer of Light retired to a psy- 
chically shielded cocoon, about 
which the Techno’s constructed 
the Disruptor hive. 

Here he could wait out the 
years, gradually surrendering to 
an increasingly vital life support 
system. 


The directives issued to his 
minions consisted of a cosmic 
blueprint towards which the mul- 
tiverse must be nursed, kicked, 
and cajoled. With it he provided 
the basic logistical approach the 
Techno’s would use to manipulate 
the psi-matrix, as well as a num- 
ber of other objectives. 


First there was a Grand Survey 
began in 1901 B.C., and was prin- 
cipally concerned with the crea- 
tion of a master “atlas” of the 
psychic matrix of the focal paral- 
lels. 

It was at this point that the 
beings known as the Five in- 
truded on the Grand Design. 


Three of the Five were aliens 
that were refugees from their 
peers’ civil war. They had fled the 
fighting almost as it began. All 
were dismayed by what had hap- 
pened: their own answer to the in- 
evitable was to urge an accep- 
tance of their fate, and that Hu- 
manity should be nurtured as the 
inheritors of their knowledge and 
wisdom. 

In their haphazard flight they 
passed through a parallel under 
the rule of two Changelings, who, 
in the past, had acted against the 
Elders to preserve their own 
realm. The Changelings snared 
the interlopers and intended to 
kill them. Fortunately they al- 
lowed their captives to speak. 
What they heard led them to join 
forces with the three Elders: the 
Five were born. 


They returned to the War hop- 
ing to prevent the Bringer of 
Light’s victory. 

At the last, defeated, they had 
to withdraw, feigning a fatal re- 
treat. They now knew the Enemy’s 
final goal, declared over the with- 
ered husks of his vanquished kin, 
and armed with this knowledge 
they could speculate on how he 
would go about achieving it. 

The Five knew they had to 
stop him. The problem was how. 
The Bringer of Light was a stron- 
ger psionic than they were, even 
combined. In addition, he had the 
legacy of the Elder technology. 
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Faced with an immensely 
powerful and able foe the Five 
could only hope to stop him by ri- 
ding with the Grand Design. 

They would bend in the storm, 
but they would not break, and in 
time they would find a way to de- 
feat the Enemy. 


When the Grand Survey be- 
gan, the Five had formulated a 
strategy. As the use of Humanity 
was integral to the design, the 
Five would find a way to turn Hu- 
manity against it. 

The first gambit they played 
was to hide a single parallel from 
the Grand Survey. The Earth that 
was to become ZeroZero. 


On completion of the survey, 
the Technos set the next element 
of their Master’s plan into mo- 
tion. 

Obvious surviving Elders and 
Changelings were hunted down 
and destroyed. 

On parallels where the Chan- 
gelings had interbred with Hu- 
manity (creating the races pre- 
served in the racial consciousness 
as Elves, Dwarves, Satyrs, Cen- 
taurs, Vampires, Lycanthropes 
and others of this supposedly 
mythical catalogue) the Disrup- 
tors instituted a series of genoci- 
dal culls between 1800 to 1100 BC. 


The latter years of this first 
phase saw the initial disruption of 
Humanity’s values and percep- 
tions. 


The most notable shifts in this 
era are the shifts in religious and 
philosophical attitudes. With 
broad, almost casual brush strokes 
the old histories were suppressed 
and rewritten across the parallels. 


The Disruptors also spread 
across the parallels the method of 
improving the quality of wrought 
iron; as this acts as a damper of 
psi-fields, the use of Iron became 
a powerful factor in the suppres- 
sion of Humanity’s psychic abili- 
ties. 


It took until 1500 BC for the 
Disruptors to perfect the methods 
required for the trans-parallel 
manipulation programme. The 
continua were divided into five 
groups, each to be manipulated in 
a different fashion according to 


the prerequisites of the Grand 
Design. 


The first group consists of the 
Controls: A narrow range of par- 
allels, with only five foci, over 
which the Disruptors would exert 
no direct influence. These paral- 
lels would only be affected by the 
ripple or shadow happenings pass- 
ing through the psi-matrix from 
the surrounding parallels. 

The changes in the psi-matrix 
of these parallels would be used to 
monitor the unmodified effects of 
the Grand Design. 


The second group, Primitives, 
are parallels where technology 
was and is restricted to levels 
equal to or below that of pre- 
industry. 

The usual Disruptor practice 
on these parallels involved the 
creation of a ruling oligarchy, ty- 
pically a priesthood, which would 
often embellish its rule with psio- 
nic techniques. 

Careful nurturing of the na- 
tive psychics on these parallels 
furnished the gene pools from 
which the forefathers of the Dis- 
ruptor Knights were drawn. 


The third and largest group 
are the Technicals. On these par- 
allels the development of techno- 
logy was guided at first in tandem 
with the Primitives, then beyond, 
through a gamut of industrial re- 
volutions. 

These were usually linked 
with or consequential to warfare, 
which escalated to global conflict 
across seventy percent of the 
group during the final period of 
the Grand Design. 


The fourth set of parallels are 
the Secures. As with the Controls, 
this was a very narrow range, but 
essential to the Disruptors. 

These parallels were designed 
to be so firmly under Disruptor 
control that their societies could 
be swiftly reorganised to damp 
down psychic resonances, occur- 
ring on other parallels, that were 
harmful to the programme. 


In reacting to the activities of 
ZeroZero, and the Five, the var- 
ious World War II scenarios were 
designed by the Disruprors to 
greatly expand the number of Se- 
cure parallels. 


The final group of parallels 
are known as the Bleaks; parallels 
on which the Earth had passed be- 
yond usefulness to the Grand De- 
sign. 

This was normally due to that 
Earth, and it’s Human population, 
being destroyed either be some 
ecological disaster or, more com- 
monly, by war. 

The only use to which these 
Bleak parallels are put is for the 
establishment of training bases 
for the Disruptor Knights and 
other agents. 


THE BASE HIS HOME WITH NO EXIT DOORS ON A 
CONTINUUM RUINED AND POISONED BY THERMO: 
“-NUCLEAR WAR 


The Disruptors Disrupted 


Over the centuries, the Disrup- 
tors consolidated their position 
and refined their techniques. 
They began to shape the parallels 
into the alignments and confi- 
gurations required by the Grand 
Design. 

The Five bided their time un- 
til the Enemy was fully com- 
mitted: they needed to find some 
point in the Disruptors’ plans 
where any chance would cause 
them difficulties. 


That chance came with the 
messiah-vessels. A single native 
on each focal parallel who had 
been prepared by the Disruptors 
to deliver the ethical and moral 
foundation that would lead to 
their power being almost absolute 
across the parallels. 

It was a massive project, 
stretching the Disruptors to their 
limit. 

At the height of the operation 
the Five reached out and gave 
each Messiah what the Disruptors 
had so carefully excised from 
their psyches: free will. 

Consequently, the myriad Ash- 
okas, Amaterasuses, Yeshuas and 
their contemporaries did hardly 
anything that the Disruptors had 
intended. Yet, with the players 
primed and the stage set, they 
were powerless to halt what they 
had set in motion. 
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Frantically a counter- 
programme was set up to neutra- 
lise or subvert the Messiahs’ 
teachings, the execution of which 
occupied the Disruptors facilities 
until the early 1500’s AD. 


With the Enemy distracted, 
the Five next set about the long 
work of selectively breeding Hu- 
manity back towards greater psy- 
chic and physical potential. 

They worked across hundreds 
of parallels, hastening the process 
in the 1100’s and 1200’s AD. Great 
care was taken to have this appear 
natural to the Disruptors. Care- 
fully manipulated Disruptor field 
agents sent back doctored reports. 

From this faulty data the Dis- 
ruptors concluded that the social 
and religious manipulation, which 
the Messiahs’ Incident had neces- 
sitated, had resulted in a natural 
gene drift towards enhanced psio- 
nic abilities in Humanity, particu- 
larly the female of the species; the 
so-called witches of legend. 


It took the Bringer of Light 
and his minions nearly two cen- 
turies to formulate a solution: the 
socio-psychological trauma of the 
witch-hunt craze. 

The witch-hunts acted to sup- 
press the psionics, together with a 
package of genetically engineered 
plagues, foremost of which was 
the Black Death: its variants in- 
cluded factors specifically aimed 
at psionics. Some caused gross dis- 
figurement of the psychics, or 
their offspring. Others caused 
only a blemish; the so-called 
witch’s mark. 


The Five withdrew from the 
conflict, saving the best of the 
gene pool. Certain tales of people 
vanishing and tribes disappearing 
give a distant echo of such events: 
the tale of the Pied Piper of Ha- 
melin being perhaps the best 
known. 


The Final Conflict 


The next three centuries 
passed calmly for the Disruptors. 
To all appearances, the Grand De- 
sign was proceeding well: the 
lines of probability were conver- 
ging towards the nexus from 
which the new order would rise. 

Almost it seemed that the Psi- 
matrix was reduced to a tame ani- 
mal, obeying the Disruptors’ 
every command. 


The Five, however, had been 
far from idle. The scattered des- 
cendants of the psychic humans 
were drawn slowly into a breed- 
ing programme across the paral- 
lels. 


The Five took great care to 
shield the potential of their child- 
ren. A distortion was engineered 
within the twenty-third chromo- 
some pair, which effectively 
crippled the psionic potential of 
their thoroughbreds. 

On numerous parallels this 
protection failed and the psychic 
abilities surfaced. The Five had to 
watch the Disruptors move in, to 
either recruit or kill. 


On ZeroZero the Five put the 
Disruptors’ own techniques to use. 

They consolidated the power 
of the Holy Roman Empire during 
its early years. A tradition of 
scientific tolerance and curiosity 
was fostered within the Court. 
The power of the Church was 
weakened. Science was primed to 
take the place of Religion. Whilst 
the military government was in- 
fused with a rational enlighten- 
ment that would lead to it’s own 
dissolution. 


To the minds of ZeroZero’s 
Boyle, Malphigi, Wren, Huygens, 
Hooke and Newton came the gui- 
ding inspirations that would cul- 
minate in Marx’s “incredible vi- 
sion, like music, a symphony of 
the spheres, quite incredible, so 
very beautiful.” 


In the early twentieth century, 
as the Disruptors accelerated the 
final stages of the Grand Design, 
the Five began the unshackling of 
their DNA-Warrior. 


At Ypres, on Para 00-30-22, 
they telekinetically nudged a gre- 


nade in flight. Arkwright’s grand- 
father died, his psychic scream all 
but killing a Disruptor Knight in 
the opposing German lines. 

Such power could not go unin- 
vestigated; the Arkwright family 
was placed under surveillance, it’s 
potential carefully examined. 


son of the dead English Guards- 
man had a psi-strength far beyond 
the human norm, but an ironic 
twist of his genetic make-up kept 
his potential power locked far be- 
yond the reach of his conscious 
mind. Even so, his intuition, coor- 
dination and endurance were 
extraordinary. 

The Disruptors reached a deci- 
sion. Their investigation had con- 
cluded that, given the right mate, 
the offspring of the present Ark- 
wright would have the potential 
to become a formidable Disruptor 
Knight. Correct breeding would 
rectify the genetic fault. A suit- 
able wife was found for Captain 
Gavin Arkwright. A Disruptor 
Knight, brought from another 
parallel, whose memories suitably 
adjusted and whose background 
was painstakingly created by a 
Disruptor Lodge. 

On the 15th February 1950, as 
the child was born, the Rooks 
were summoned by the observing 
Knights, and the Disruptors ac- 
quired what they hoped to make 
into the perfect Knight, the 
Champion of the Grand Design’s 
last hour. 


Instead they nursed a viper. 
The plans of both the Disruptors 
and the Five were approaching 
fruition, the Adventures of 


Luther Arkwright were about to 
begin. 
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The Adventures of Luther Arkwright 


The following is a synopsis of 
the graphic novels intended for 
those that have purchased this 
game without having read the 
work which inspired it. 

Although it is not strictly ne- 
cessary to have read the three 
books — Rat-Trap, Transfigura- 
tion & Gotterdammerung — to 
play this game, to do so will add 
immeasurably to your under- 
standing of the Arkwright milieu. 


Book One: RAT-TRAP 


The story begins on the 22 of 
September 1984, in Hyde Park, 
London. The Hyde Park of Para 
00.38.56, an alternative Earth on 
which a Victorian style British 
Empire is the main world power. 

Our Hero, Luther Arkwright, 
is waiting by the Albert Memorial 
dressed in the uniform of a Hus- 
sar. 


A boy scout arrives with a 
message which summons him to 
the nearby Crystal Palace to meet 
his contact, Rose Wylde. 


Chief 


Rose is a 
amongst her talents is the tele- 
pathic rapport she has with num- 
erous of her Alternative Selves 
across the parallels. 


psychic. 


Inside the Great Exhibition 
Hall Arkwright and Rose are at- 
tacked by two assassins; identified 
by Arkwright’s Biosphere as Dis- 
ruptor agents. 

They dodge a stream of burn- 
ing napalm, which starts a fire 
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and dispatch the two assassins 
with automatic handguns. 

The fire started by the napalm 
is soon raging out of control. As 
the Crystal Palace burns Ark- 
wright and Rose leave unnoticed 
during the mayhem. 


Later, at Rose’s house, Ark- 
wright uses a Trans-Parallel Com- 
municator to contact ZeroZero. 
He is recalled immediately. He 
leaves, by “phasing out” of this 
reality. 

Arriving on ZeroZero Ark- 
wright learns that FireFrost, an 
alien doomsday machine, has been 
activated by the Disruptors. This 
is portrayed through a series of 
flashbacks to earlier events. 


We learn that FireFrost was 
created millions of years ago in 
another galaxy, it was intended to 
be the ultimate deterrent. It’s ac- 
tivation destroyed it’s mother ga- 
laxy. After drifting through space 
for aeons FireFrost splashed down 
into a primeval ocean on a pre- 
historic earth. On planet-fall it 
deactivated, splitting in half. 


The Disruptors have control of 
the FireFrost and have activated 
the doomsday weapon. Such is 
W.0O.T.A.N.’s report. 

The hypercomputer is mon- 
itoring increased entropy inci- 
dents, tending towards a collapse 


. into chaos of all systems within 


the multiverse. These, it predicts, 
will continue, increasing until the 
Earth, solar system and galaxy 
and all its parallel counterparts, 
are destroyed. 

Presumably the Disruptors 
will also be destroyed by this. 


W.O.T.A.N. has plotted out a 
strategy, the “Ragnarok Equa- 
tion”. 

A course of action designed to 
draw out the Disruptor’s shock 
troops, heavily armoured androids 
known as Rooks, in such numbers 
that W.O.T.A.N. will have time to 
trace them back to their parallel 
of origin. 

Arkwright will then be sent to 
the Disruptor home parallel, lo- 
cate FireFrost and attempt its 
deactivation. 


Arkwright Trans-Parallel Tele- 
ports to Para 00.72.87, an alterna- 
tive Earth which he knows well, 
having spent the previous winter 
and spring there. It is also the par- 
allel on which FireFrost fell to 
Earth, and from which the Dis- 
ruptors recovered it in 1975. 


In St. Petersburg Arkwright 
has organised a treaty between 
Russia (under Czar Nicholas) and 
Greater Prussia, which is the 
greatest world power on this par- 
allel, to aid a rebel army in Bri- 
tain in overthrowing their gov- 
ernment. 


Britain is ruled by a fascist 
parliamentarian dictatorship. 
Which is headed by a Lord Pro- 
tector, Nathaniel Cromwell; a dir- 
ect descendant of Oliver. Crom- 
well and his inner cabinet are Dis- 
ruptor agents. 

The “freedom fighters” or 
“terrorists,” depending on what 
side you are on, are the Royalists. 
The self-styled Charles III, des- 
cendant of the Stuart Charles I, is 
the pretender king of the Royal- 
ists and nephew to Czar Nicholas. 
King Charles has a sister, Anne. 


The Prussians arrive at the 
signing in one of their huge fly- 
ing machines, the Imperial Prus- 
sian Command Ship, the 
“Siegfried.” 
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Arkwright identifies and kills, 
through the use of his psionics, a 
Disruptor agent amongst the Prus- 
sian high command. (See page 
103.) The alliance between Russia, 
Greater Prussia and Charles III’s 
government in exile is cemented 
and a declaration of war signed 
against the Puritan regime in Bri- 
tain. 


During his time in St. Peters- 
burg Arkwright also contacts an- 
other ZeroZero agent, Octobri- 
ana. To discuss the planned revo- 
lution in Russia, which will take 
place whilst the Russian nobility 
are in England, fighting the war 
against the Puritans. 


Once in Puritan London Ark- 
wright makes contact with the 
Rose Wylde of this parallel. Rose, 
and her sidekick Freda, are Royal- 
ist undercover agents in the Puri- 
tan regime. After discussing the 
progress of their plans Arkwright 
makes his way into the Royalist 
Sector of London to meet with 
one of King Charles’ operatives, 
Harry Fairfax. 


The Royalist Sector is known 
as the Maze, enclosed by the Lon- 
don Wall, it contains most of the 
old city of London; which, unlike 
the London of other parallels, did 
not suffer a Great Fire in 1666. 

It is a decaying ghetto in 
which London’s dissenting Royal- 
ist population has been forced to 
live for well over three centuries. 


Once in the Maze Arkwright 
makes contact with Fairfax at the 
Hilton, a very sleazy and crowded 
tavern. They spend the night at a 
safe house, intending to meet with 
the King in the morning. 


In the meantime the Disrup- 
tors have informed Cromwell that 
Arkwright is on this parallel. He 
was observed in St. Petersburg by 
one of their agents and is ex- 
pected in England. Cromwell and 
his cabinet are expecting the re- 
volt, and have the Royalist HQ in 
the Maze under observation. A 
trap is intended. 


The next morning Arkwright 
and Fairfax make their way 
through the Maze to the Royalist 
HQ, which is a large town house 
enclosed by a walled courtyard. 
As they arrive Arkwright senses 
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the Puritan surveillance unit and 
has Fairfax send up some men to 
kill the observers. 

Before they are killed the sur- 
veillance team contacts their 
superiors, with the message that 
Arkwright has arrived. Cromwell 
orders a raid on the Royalist HQ. 
Led by General Standish, Crom- 
well’s right-hand man, hundreds 
of Puritan motorcycle troops pour 
out of Westminster Barracks and 
head towards the Maze. 


In the Royalist HQ Arkwright 
has an audience with King 
Charles, who is attended by Prin- 
cess Anne and assorted nobility. 
The King signs the treaty, sealing 
the pact with Russia and Prussia, 
and accepts the substantial war 
loan from them which Arkwright 
bears. We also learn that Princess 
Anne, who is heavily pregnant, 
and Arkwright were formerly 
lovers. 


During this meeting a feeling 
of impending doom has been 
growing in Arkwright’s mind. 
This is his intuitive awareness of 
the Puritan forces on the way. As 
the Puritan motorcycles enter the 
Maze the alarm of the Maze’s in- 
habitants sends an unmistakable 
signal through the psychic ether. 
Arkwright is suddenly aware of 
the attack and orders the alarm to 
be sounded. 


Arkwright instructs the King 
and Princess Anne to flee the HQ. 
In order to get the King to agree 
to leave he has to use a direct 
mind touch, instilling a numbing 
fear of death. As they prepare to 
leave Arkwright goes out to join 


the defence. He is certain that the 
battle can be won, despite the Dis- 
ruptor supplied superior weapons 
being used by the Puritans, if the 
Royalists can hold until their for- 
ces scattered in the Maze can 
group to outflank the attackers. 


As Arkwright helps with the 
defence, Princess Anne, suddenly 
revealed as a psionic, uses her 
own power to send King Charles 
out to join the battle. 

He rushes out of the house 
mere seconds after an explosion 
has apparently buried Fairfax un- 
der a section of wall, despite Ark- 
wight’s shouted warning to him. 
Arkwright turns from this to see 
the King cut down in a murderous 
stream of gunfire. 

Shocked he finds himself 
stood over the King’s corpse, 
stunned by the sudden turn of 
events. A Puritan soldier takes 
aim at him, Arkwright realises, 
tries to avoid the shot but fails. He 
is struck in the head and falls to 
the ground. 


Book Two: 
GURATION 


TRANSFI- 


The second book begins with a 
flashback to the events following 
the battle in the Maze, as wit- 
nessed by Hiram Kowolsky. Who 
is the foreign correspondent of 
the New Amsterdam Herald. 

Kowolsky has been seen twice 
in Book One. The first time as a 
shadowy tail on Arkwright in St. 
Petersburg. The second time in 
the Hilton tavern, where Ark- 
wright noticed him before he met 
with Fairfax, and arranged for 
Kowolsky to have an interview 
with King Charles at some future 
point. 


Reprinted on the following 
page is Kowolsky’s report on the 
events during the week following 
the battle, which appeared in the 
New Amsterdam Herald. 

It gives an accurate summary 
of the situation in the England of 
Para 00.72.87. 


Immediately following the bat- 
tle the surviving Royalists, who 
surrendered, were lined up and 
clubbed to death by the SPG. 

In the aftermath of this Fair- 
fax, badly injured, drags himself 
out from the large timber beam 
which saved his life. 
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He sees Arkwright’s body 
being dragged off, then makes his 
escape through one of _ the 
breaches in the wall surrounding 
the mansion. 


The scene now sifts to the Pur- 
itan rally at Westminster Square. 


Cromwell addresses a huge 
crowd in a rally which is a sort of 
cross between a Nuremberg rally 
and a Red Square march-past. 


Behind his back two of his Ca- 
binet Ministers, Whitelaw and 
Compton, are hatching a bomb 


plot to rid themselves of Crom- 
well, whom they see as a depraved 
tyrant. They intend to assume 
control after assassinating Crom- 
well and those closest to him. 

The bomb plot has actually 
been inspired by the Disruptors, 
who consider that Cromwell has 


The NEW AMSTERDAM HERALD 


LETTER TO AMERICA 


I can hardly believe that one week 
has passed since I reported on the 
bloody massacre that occurred on 
“Black Tuesday”. Here, in England, it 
has been a week of fear and oppres- 
sion. Of palpable terror, apprehension 
and anger. Of Parliamentarian sever- 
ity and revolutionary fervour. 

To you, readers of the New Am- 
sterdam Herald, this week will have 
been dominated by the Gettysberg 
Declaration of Union between our na- 
tion and the estranged English colo- 
nies. And rightly so. As President 
Theodore J.F. Roosevelt has pro- 
claimed; “The UCA is now the major 
power in North America ... and with 
power comes responsibility.” We must 
end our isolationist stance and move 
into the world arena. Events now tak- 
ing place in Europe demand our full 
attention. And London is the explo- 
sive centre of these events. 

Since the regicide of “Charles III” 
and the slaughter of his followers in 
Whitechapel last week and the im- 
mediate declaration of a “State of 
Emergency” by the Cromwell regime, 
the situation has rapidly deteriorated 
into a spiral of violence and outrage. 

Following the skirmish, the corpse 
of the Pretender King was removed 
from Whitechapel and taken to West- 
minster, where it was beheaded with 
mock solemnity and the head thrown 
into the crowd. After Puritan citizens 
had used it as a football, it was 
capped with a paper crown and im- 
paled on a spike over Westminster 
Gate, where it now grins upon the 
city, summoning retribution. 

The violence which followed the 
raid by the Supreme Puritan Guard 
on the Royalist Headquarters in the 
Maze, together with unconfirmed re- 
ports of armed resistance elsewhere 
in the country was all the justification 
that Nathaniel Cromwell, head of 
Church, State and Government, 
needed to introduce his new “Iron 
Fist” Emergency Powers. Chillingly, 
we see that the more frightened a 
government gets, the more terror is 
employed to enforce the regime. Mar- 
tial law has been the norm here since 
“the Troubles” began in the seven- 
teenth century, but seldom has it 
been so brutal or insidious. 

Solid facts are difficult to come 
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From Our Foreign Correspondent 


by. Even the State-controlled press is 
under a news blackout, cannot report 
on controversial issues and is limited 
to the contents of handouts and occa- 
sional press conferences by the State 
Bureau of Information. Moreover, the 
leaving of empty columns in newspa- 
pers caused by government censor- 
ship has been labelled “subversive.” In 
actuality Puritan journals this week 
have all been preoccupied with tomor- 
row’s forthcoming rally and march- 
past, expected to be an impressive 
show of strength by the Cromwell 
Dictatorship. However, through my 
contacts in Fleet Street and the gra- 
pevine here in the Maze, I can form a 
picture of a land torn by oppression 
and unrest, poised on the brink of 
open civil warfare. 

Literally hundreds of people are 
missing, presumed goaled by govern- 
ment forces. Imprisonment and tor- 
ture without trial or formal charges 
are commonplace. The staccato rattle 
of firing squads frequently resounds 
across the city. Mere suspicion of 
being a Royalist sympathiser or se- 
cret Roman Catholic is enough to 
bring to the attention of the SPG or 
Cromwell’s own “Committee of Sate 
Security”; the CSS. 

The extremity of Government ac- 
tion if exemplified by the persecution 
of suspected rebels in West England 
(formerly Wales), this week. General 
Richard “Dirty Dick” Standish intro- 
duced his “Scorched Earth” policy, his 
SPG razing to the ground building 
and sometimes whole villages that 
have harboured suspects. 

The activities of the CSS, under 
the direct command of Matthew Pen- 
nington, Head of Intelligence, are 
even more extreme. Responsible for 
organised beatings, on-the-spot street 
executions and suchlike, they are 
currently conducting a massive series 
of lightning raids on the homes of 
suspected dissidents, their relations 
and known associates. Those unfortu- 
nates who are caught by the “Holy 
Correction” squads are branded on 
the forehead with a red-hot cross, as 
a warning to others. 

Alarm and despair are spreading 
through the communities, both Puri- 
tan and Romanist. Royalist Direct Ac- 
tion Groups have begun to strike 
back. Terrorist reprisals are sweeping 


the ten Major-Generalships that con- 
stitute England. The fire-bombing of 
the houses of local Government offi- 
cials and the “kneecapping” of parlia- 
mentarian supporters has been 
eclipsed by the horrific new instru- 
ment of vengeance, the “Puritan Col- 
lar.” This is a rubber tyre’ filled with 
benzin, that is placed around the neck 
of informers or captured militia and 
set alight. Responsibility for some of 
these incinerations has been claimed 
by the “Organisation of Revolutionary 
Justice.” 

It has been assumed after the de- 
mise of “King” Charles and his heredi- 
tary lords that the Royalists would be 
leaderless and disorganised. 
Obviously, this is not the case and 
speculation about the new leader of 
the revolutionaries is rife. This is ap- 
parently Charles’ sister, the “Princess 
Royale,” who has declared herself 
“Queen Anne !” of “Great Britain” in a 
speech broadcast on the illegal Royal- 
ist wireless station “The Voice of Lib- 
erty.” 

As for myself, I am still hiding in 
the Maze, the Royalist Sector behind 
the London Wall, following the expul- 
sion of all foreign press agents. The 
freak drought and unseasonably 
warm weather have made conditions 
in this centuries-old inner city slum 
unbearable. The stench from the rub- 
bish and raw faecal filth that lines the 
streets, the disease and the starva- 
tion have all grown to horrific levels. 
The growth in the number and size of 
the rats and fleas has reached biblical 
proportions. Also I’m running out of 
smokes. Cigarettes are prohibited in 
England and the rough blackmarket 
tobacco smoked in clay pipes turns 
my stomach. 

I intend to leave this room, this 
safe haven in London Bridge, dodge 
the Thames Patrol boats and round- 
head border guards and make my way 
to Aldershot - where the Royalist for- 
ces seem to be massing - to bring you 
first hand observations of their activi- 
ties. It’ll be dangerous. | don’t even 
know if this dispatch will reach you, 
but wish me luck. 


Hiram Kowolsky. 


Che Adventures of 
Lutber Arbwrighbt 


passed his usefulness to them, but 
can be created into an effective 
martyr. 

Thought Implants were used to 
prime Compton and Whitelaw. 


In the wider Multiverse the 
entropy spiral created by Fire- 
sFrost continues to accelerate. 


Para 20.91.74 Korea. Invasion by 
French Indochina. 

Para 00.56.40 Salt Lake City. 
Mass demonic possession. 

Para 01.36.39 Iceland. Mount 
Helka erupts. 

Para 01.36.40 Washington. Mount 
St. Helens erupts. 

Para 01.36.41 Edinburgh. Castle 
Rock erupts. 

Para 05.28.33 Europe. Rome in- 
vades Gaul. 

Para 10.29.48 World War Three. 
Nuclear holocaust. 


On ZeroZero W.O.T.A.N. is 
beginning to malfunction. Lead- 
ing to the worrying conclusion 
that the hypercomputer may not 
be able to scan the continua and 
locate the Disruptor’s parallel of 
origin when Arkwright draws 
them out. 

Apparently W.O.T.A.N. has 
overlooked the fact that it will be 
affected by FireFrost. 


Arkwright is injured but alive. 
He has been taken to the Dissi- 
dent Detention Centre at West- 
minster, where he has been sub- 
jected to terrible torture. 


“AND THERE'S THAT GUN WOUND ON THE 
SIDE OF HIS HEAD — A SECTION OF HIS 
SKULL'S MISSING. GOD GIVE ME STRENGTH” 


The Adventures of 
Luther Arkwright 


Arkwright is in a very bad 
way. He has slipped into a coma- 
like state. As his interrogators re- 
sume their questioning he drifts 
finally into his own mind. Finally 
achieving the psychic trance state 
in which he undergoes a mystical 
rebirth. His psyche changes, be- 
coming Enlightened, more power- 
ful. Arkwright perceives the Mul- 
tiverse and dies. 


His ECG flatlines. 


Czar Nicholas and Archduke 
Frederick have mobilised their 
forces and are moving on Eng- 
land. They do, however, intend to 
seize Britain after aiding the Roy- 
alist revolution. 

A plan which is motivated by 
Krupp, who is a Disruptor Bishop 
controlling a Prussian Lodge and 
having great influence in the 
Prussian court. With Cromwell 
newly martyred by the bomb plot 
the Disruptors intend Britain to 
fragment into areas of Puritan 
and Royalist loyalty, fighting a 
bloody guerrilla war against the 
Prussian and Russian occupies; 
who will themselves be manipu- 
lated into conflict, causing a Eur- 
asian war. 


Back in his cell Arkwright re- 
vives in a flash of blinding psio- 
nic energy. His transformation is 
complete. He is reborn — emerged 
after a symbolic death and rebirth 
as Homo Novus; the next step on 
the evolutionary ladder. 


Curing his rebirth Wildcard 
psionics rampage through his cell. 
His interrogators are driven in- 
sane. 

Struggling to control his per- 
ception of reality, to master his 
enhanced powers, Arkwright 
leaves his cell. 


Most of his power dissipates, 
as he forces himself to descend to 
the plateau of human perception. 

He escapes from Westminster 
barracks and makes his way to the 
Royalist encampment at Alder- 
shot. 


He meets Anne, now “Queen 
Anne”. Still disorientated by his 
rebirth he takes her hand and un- 
intentionally uses psychometry to 
perceive Anne’s true nature and 
intentions. 


Anne forced Charles, 
her brother, to his death so 
that she could take power. She 
is possessed of psionic abili- 
ties, the Holy Power of the 
Royal Line as she believes it to 
be. 

She knew Arkwright to 
be a powerful psychic from 
the moment she met him and 
contrived to get pregnant from 
him. She is carrying twins, a 
boy and a girl, and it her in- 
tention that Arkwright rule by 
her side. Their children will 
help them in the forging of a 
British Empire. 


Anne has no inkling of 
the true nature of the Multi- 
verse, although her powers are 
great — greater than Ark- 
wright’s before his rebirth. 


That night Arkwright 
wanders the Royalist camp, 
discovering Fairfax — who is 
dying from his injuries — and 
cures him by using his Bio- 
sphere. 


Events on Para 00.72.87 
are building to a head. 


Arkwright, returns to 
London, meeting Rose in West- 
minster Abbey. Rose has 


brought a valise containing his 
equipment. He takes his vibro- 
beamer and a powerful flare 
gun. 
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It is his intention to assassi- 
nate Cromwell and his entire cabi- 
net — removing the entire Disrup- 
tor Elite at a stroke. Once this is 
accomplished he will use the flare 
gun to signal the Royalists and 
their allies to advance on London. 


Taking his goodbye from Rose 
Arkwright ascends to the roof of 
the Abbey, where he stands oppo- 
site to the room in which the Pur- 
itan cabinet are meeting. Climbs 
onto the parapet and launches 
himself towards the window. 


Book Three: GOTTER- 
DAMMERUNG 


Inside the cabinet room things 
are not going well for the bomb 
plotters. Cromwell has just re- 
ceived word of the Royalist ad- 
vance towards London. He is 
elated, seeing now his chance to 
crush them once and for all. With 
two minutes to go before the 
bomb explodes he refuses permis- 
sion for anyone to leave the room 
and begins ranting about how the 
Holy Ones (the name by which the 
Disruptors are known to the 
Elite) will protect them if they 
are seriously threatened. 


THEY HAVE AN INDESTRUCTIBLE 
STRIKE FORCE. AN INVINCIBLE, SACRED 
ARMY. THEY WILL COME IF WE ARE 


f 
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EE 


Outside Arkwright glides 
slowly across the gap between the 
buildings. 

He smashes through the win- 
dow and proceeds to kill the Dis- 
ruptor Elite. He has slowed down 
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their time perception and is mov- 
ing with what appears to them to 
be incredible speed. 

In the mayhem the case with 
the bomb in it is knocked to one 
side, falling open. By the time 
Arkwright succeeds in killing 
Cromwell there are seventy-two 
seconds left to detonation. 

By this time Arkwright has 
collapsed, the implanted psionic 
defences of the Disruptor Elite 
have ravaged his Biosphere and 
drained his life force. As he lies 
on the floor the seconds tick by. 


Elsewhere the joint Prussian 
and Russia HQ is established at a 
large house in Greenwich. 

The planned betrayal of the 
Royalists, Operation Overlord, is 
discussed. 


And as the Royalist army ad- 
vances Anne is going into labour. 


On ZeroZero the problems 
with W.O.T.A.N. continue. With 
parts of the Valhalla Nova com- 
plex being destroyed by Wild- 
cards. 


At Westminster Cromwell’s se- 
cretary enters the Cabinet room. 
Only moments have passed, the 
bomb will explode in forty-five 
seconds. As she stands looking in 
shock at the carnage Arkwright 
lunges up from the floor, pining 
her to the table. Holding her head 
he drains her of PSI, channelling 
her life force to restore his own. 

Revived he staggers to the 
window and fires the flare gun. 
Which explodes into light under 
the dark and churning storm 
clouds which have gathered over 
London. 


Puritan guards, alerted by the 
sound of the assassination, arrive 
at last at the cabinet room. They 
have barely time to take stock of 
the situation when the bomb deto- 
nates. Arkwright is not in the 
room. 


All hell is breaking loose. 

The Royalist army advances 
through London, meeting stiff re- 
sistance which begins to crumble 
as it becomes apparent that the 
Puritan’s chain of command has 
broken down: no longer getting 
orders from Westminster the Gov- 
ernment Command Centre is in 
chaos. 


Rose enters the battle at the 
head of her brigade of women, 
the Daughters of Albion. 

Anne goes into fully fledged 
labour. 

The Puritan air force makes 
appears, strafing the Royalists 
from their biplanes. In their turn 
they are driven from the skies by 
the appearance of the Prussian air 
machines, which spew forth fleets 
of one-man auto gyros. 

The storm threatens to break, 
thunder bells and _ lightning 
strikes. 

On ZeroZero there is panic as 
sections of W.O.T.A.N. continue 
to malfunction. 

The Puritans are being deci- 
mated and retreat in chaos, which 
turns into a rout. 

Anne gives birth. The newborn 
twins are held up to the crowd. 

Wildcard created visions ap- 
pear in the clouds. 

Arkwright moves through the 
battle, waiting for the Disruptors 
to make their move. 


On ZeroZero W.O.T.A.N. be- 
gins to register a trans-parallel 
gate beginning to form. Before 
the hypercomputer can track the 
energy to it’s source it suffers a 
complete blow-out of it’s sensors. 


In London, on the Thames Em- 
bankment space distorts as a pyra- 
mid shaped gate-way opens and 
the Rooks stream out. 

They attack the Royalist and 
Russian infantry, decimating 
them with laser fire. 


Arkwright, sensing their ap- 
pearance, rushes to the scene. 

He is too late to save Rose, who 
is killed by a Fire Team burst of 
four laser shots. The shock of her 
death is felt by her Alternative 
Selves across numerous parallels. 
She dies in Arkwright’s arms. 


Arkwright prepares to track 
the Disruptors to their lair. No 
longer needing W.O.T.A.N. he 
reaches out with his vastly en- 
hanced psychometry, and phases 
out of the battle. 


To reappear aboard the vast, 
decaying hulk of a space station 
which is the Disruptor base. 

He hides from the Rooks de- 
parting through the trans-parallel 
gate and makes his way into the 
heart of the space station. Passing 
through the lines of clone vats 
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where the Rooks are created and 
through a vast hall of TPCs, 
where the Disruptors issue their 
commands to the Disruptor 
Bishops. 
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Finally he reaches the centre 
of the complex. Discovering Fire- 
Frost and the Bringer of Light. 


The ancient alien attempts to 
distract Arkwright by illusion, 
appearing first as a _ white- 
bearded, robed and saintly figure. 

Arkwright is not fooled and 
launches a psychic attack on the 
real presence he detects deep 
within the ancient machines at 
the very core of the space station. 


The Bringer of Light tries a 
further illusion, appearing as one 
of the Five to Arkwright, but he 
rebuffs this and reveals the with- 
ered alien at the heart of it’s do- 
main: a shrivelled, sexless thing, 
kept alive by machines, psionic 
energy and sheer force of will. 


As they battle Arkwright is hit 
and hideously wounded by an an- 
cient laser weapon built into the 
defensive machinery surrounding 
the Bringer of Light. 


Ignoring the injury to his phy- 
sical body he fights on in Astral 
Form. He is losing the battle when 
the Five, sacrificing themselves, 
merge into a single vibration, a 
psychic bolt of energy focused 
and directed by Arkwright which 
destroys the Bringer of Light. 


Arkwright’s body dies again. 

Arkwright continues to feed 
on the raw force of the Psi- 
matrix; hooked into the entirety 
of the space/time continuum. He 
is almost lost to the totality of 
creation. Yet, submitting to desti- 
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ny, he returns to his previous 
plane of existence. 


Arkwright splits FireFrost 
with a single thought, returns to 
his body, which he reconstructs 
and leaves the parallel as the 
space station explodes. 

Equilibrium restored across 
the parallels. 


On 00.72.87 the battle for Lon- 
don comes to an abrupt halt as the 
Rooks flounder and fall, cut off 
from the will which motivated 
them. 


On ZeroZero the continuum 
monitor has been jury-rigged, a 
small blip is registered as the Dis- 
ruptor space station explodes. 

In space the two halves of 
FireFrost recede from each other, 
off into infinity. 


In London the Prussian and 
Russian chiefs of staff are about 
to give the command to attack the 
Royalists. Suddenly they fall 
dying, killed by poison gas Ark- 
wright — returned to the parallel 
— has released. 

He then wanders through the 
aftermath of the battle, eventu- 
ally meeting Fairfax. 


In the days which follow Anne 
is crowded Queen of Great Bri- 
tain. 

Arkwright attends Rose’s fun- 
eral and then departs 00.72.87. 

He travels to 00.38.56, where 
he joins the Rose of that parallel 
at her villa at Whitby. 

There he renounces violence, 
throwing his vibro-beamer into 
the sea, his Adventures done. 
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| -200: The first of the Messiah vessels. 


A Selective Time Line of the Arkwright Multiverse 


_| PreHistory 
2300 Million years ago the FireFrost falls to Earth on Para 00.72.87. 


=| 2-3 Million years ago the Aliens arrive in the solar system of Para 02.79.10. 


= A week after arrival the Ark is driven through the parallels, finally coming to rest § 
EF] in orbit around the Earth of Para 07.23.05. 
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Ee Five years after the aliens arrive they begin the breeding of their hominid servi- 
Fe) tor race. eS 


Se Construction of the City of Dreams begins two hundred and thirty-one years | 
f) after their arrival. SS 


S Four hundred and seventy-two years after their arrival the surviving aliens enter e 
&) the City and sleep. 


: Their Hominid servitors are scattered like dust across the parallels, where they § 
=| interbreed with the native, and naturally evolved, hominid populations. 


: Seventeen hundred and two years after their arrival the Earth of 07.23.05. is : 
E| destroyed by a huge asteroid. 


_| 18 Million years ago, the Age of Wonder in at its height. 


800,000 years ago, the last of the God-like Changelings passes out of existence. Mankind 
fF] inherits the Multiverse. iS 


| Ancient History 


BC 
-2678: FireFrost is sealed within the Great Pyramid. 


-1976: The Sleepers Awake. The psychic shockwave they generate on waking causes _ 
plague, natural disaster and war across thousands of neighbouring parallels. : 


-1955: End of the civil war between the aliens. The Bringer of Light is victorious. 
-1901: The Grand Survey of the parallels by the Disruptors. 

ZeroZero hidden from the Grand Survey by the Five. : 
-1800: Culling of the “Mythical” races, the half-changelings and powerful human psio- S 


nics, is begun by the prototype Rooks. Centuries of war follow, culminating in -1100. 
Recreation of history effected across many parallels. 


a 


z 
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_| Recent History 


AD 


|| 551: The Bringer of Light sets in motion the second part of the Grand Design. The 
_| psychic subversion of reality across the parallels. Millions of specially bred humans are | 
| planted on key parallels, where their psionic conditioning acts to subvert the perceived |. 
_| reality (especially the history) of the target parallels and those affected by the events on | 
=| these foci. 


621: The Five begin the selective breeding programme which will culminate in the 
creation of Arkwright. 


. 687: The strain of “historic manipulator”, bred by the Disruptors, dies out over the 
| next twenty years, succumbing to specially designed viruses. : 


1100: The Five begin widening the gene pool of their chosen psionics. The higher inci- 
dence of psychic humans, especially women, results in the Witch Craze culling a large | 
proportion of the psi-active humans still living on the focal parallels. 


1542: The third and more subtle phase of “historical rationalisation” is launched. The | 
growth of science is encouraged at the expense of the occult arts, which become to be | 
ridiculed and reviled. 
On many parallels psionics simply cease to work as humanity grows to believe that | 
they are impossible. 


1709: Third phase of historical manipulation complete. The parallels are now within | 
15% of the formation within the Psi-matrix required to effect the reforging of reality. 
The Bringer of Light dispatches agents who begin searching the parallels for | 
FireFrost — the early habit of dressing in the sombre robes of travelling priests is never | 
quite shaken by these agents, who are the forebears of the Disruptor Knights, consequ- 
ently they later became known to ZeroZero as MIBs — Men In Black. 


1881: Karl Marx predicts the existence of parallel Earths. 
1882: Marx’s speech to the Scientific Assembly of Munich. 


1885: Marx and Stahl (the psychic) perfect psychometric scanning technique. 
Foundations of Valhalla Nova laid. 


1889: First scans of parallels by W.O.T.A.N.. The hypercomputer’s artificial synaptic | 
circuits realign themselves; W.O.T.A.N. is henceforth an independent intelligence. 
The Five were responsible for the creation of W.O.T.A.N.’s independent intelli- | 
gence. Henceforth, the hypercomputer lets the scientists of ZeroZero learn only what the [| 
| Five want them to. : 


1914: Disruptor Agents locate FireFrost on 00.72.87. 
1902: The first attempt at Trans-Parallel Teleportation ends in the destruction of the | 
_| Stonehenge of ZeroZero. The team members, including the remarkable psychic Winston | 
-4 Churchill, are either killed or lost. Research into Trans-Parallel Teleportation is sus- | 
| pended on W.O.T.A.N.’s advice. 


1905: Valhalla Nova completed, official operations begin. Insanity of several psionics |. 
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| scanning “distant” parallels. Survey of the Thousand Worlds. 


-| agent named Lockhart, and eventually lure him into a fatal ambush. The ZeroZero psio- 


|| matrix. 


| 1913: Development of psi-enhancing drugs and equipment. W.O.T.A.N. achieves inde- 
| pendent psychometric abilities. 


1914: “Dreamtime Operation” the transfer of controlled thought/inspiration to recep- 
tive psychics on parallels within the thousand worlds. The operation is designed to | 
-| promote “scientific illumination.” As such it is typical of the prejudice of ZeroZero’s | 
/| early trans-parallel operations. 


1918: In response to the various First World Wars and Rust Plagues the “Revelation 
Response” is prepared for Para 34.09.89. : 


Lae , i other-parallel agent using the full empathic link, Margaret Bondfield, Para | 


| 1925: Disastrous conclusion to the “Revelation Response.” 


1925: World wide testing on ZeroZero registers the psionic potential of the world’s | 
3 eb This is followed by the recruitment of those psychics with Empathic Link 
ability. 


1928: Psi-section fully integrated into Valhalla Nova operations. 


1930: Four ZeroZero agents, on different parallels, die at the hands of a psionic later 
identified as a Disruptor Knight. 


-| 1935: First overt anti-Disruptor activity, coordinated across parallels 46.61.90 and 
46.65.90. ZeroZero agents prevent the escalation of Fascism in Italy, and encourage 
European unity and industrial development in the face of a Disruptor controlled Ameri- 
1 can Federation. 


| 1936: A Disruptor Knight attacks and assassinates part of ZeroZero’s “cell” on Para 
46.63.90. The survivors manage to elude the Knight, who took the cover of a British MIS 


nic, Lisa Drew, is the first to isolate the distinct Beta waves of a Disruptor Knight. 


1940: W.O.T.A.N. designs the Continuum Monitor Screen and refines the Marx Parallel 
Notation theory. The theory behind “time-shelled” and “shadow parallels” earns the 
hypercomputer the Marx Prize for Science. 


1939 to 1945 

The WAR YEARS. 
eS The ZeroZero/Disruptor conflict is at its height during these years. The psionic 
/) resonances generated by this multi-parallel total war cause tremendous stresses to the psi- 


One of the more fortunate products of this is the so-called “piercing of the ether” and 
the creation (recreation) of many “natural” trans-parallal gates. 

W.O.T.A.N. estimates that over 60% of the parallels become interconnected by this 
phenomena. Disappointingly, at least to some, no Gates form on ZeroZero. 
1950: Arkwright born, kidnapped and taken to the bleak parallel 02.79.10. 


a 1958: Trans-parallel communicator captured. 
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a 1965: Arkwight leaves the Lamasery. 


1967: Arkwright at the Notting Hill Gate commune. 


1968: Dr. Timothy Leary is the first ZeroZero agent to travel between Earths without : 

using a Gate. The unplanned travel occurred during a “very heavy LSD trip.” _ iE 
Leary, a parapsychologist, travelled between Paras 56.10.48 and 99.11.77; an industrial | | 

to a primitive. He was to establish an alchemical revolution in the European states of | 

99.11.77, leading to his eventual rule of the parallel as the White Magus. ES 

1968: Arkwright on the streets. 

1969: Arkwright contacted by Rose Wylde. 

1970: Arkwright on ZeroZero. 


1981: The Great Pyramid, FireFrost is taken by the Rooks. 


| 1984: Classic start to the Arkwright Adventure. 


madavenmnture Base I_imes 


Adventures can be set at any time within the Arkwright Multiverse. Of course, most 
of the Adventures written by 23rd Parallel Games will be set just prior to, or during the 
active lifetime of Luther Arkwright. 


As an aid to helping you choose the period in which to set your Adventures the fol- 
lowing Base Lines are offered. Each will be supported by either Adventures or Campaign 
Packs, see page 158. 


1964: The Gate War Period. Where ZeroZero agents across the parallels began attempt- 
ing to gain control the restored Trans-Parallel Gates. 

This Base Line is intended for GMs and players who want to run a long-term cam- 
paign. 

The published Adventures will be structured to occur every two to three months in a 
year from 1964 onwards. Giving the PCs time to rest and train between them, or for the 
GM to use his own Adventures. 


1981: The Disruptor Retaliation. This year marked the beginning of the Disruptors’ 
escalated activities. A dark and interesting time to be a ZeroZero agent. 

Significant in that it also sees the first significant event in Luther’s own Adventure 
involving FireFrost. 

From 1981 to 1983 Luther can be used as an NPC, usually travelling to brief ZeroZero 
teams on their missions, on rare occasions joining them on a mission. 


1983: The year in which ZeroZero captured several Disruptor TPVs and gained limited 
access to the parallels. 

Unfortunately the TPVs were fitted with a form of “governor” which restricted the 
parallels they could move between. 


1984: The classic year of the final confrontation on October the Sixteenth. Featuring a 
plethora of ZeroZero missions designed as a smoke screen to the Ragnarok Equation. 
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| 1964: The vision. Arkwright escapes to the parallel of his birth. He later travels to Tibet. . | 
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Ammunition Armour Piercing Bullets 

These add +10 to the Penetration, but subtract 1D10 from the dam- 
age. 

So a .357 loaded with AP rounds would do 3D10 Damage, but would 
have a Penetration of 15. 
Dum Dum or Bull Head Bullets 

These are designed to flatten on impact, spreading the force of the 
attack and doing more damage. 

A Dum Dum bullet does 1D10 extra damage, but the penetration is 
reduced by 10, toa minimum of zero. 

The same principle can be applied to certain device driven weapons. 

Arrows can be designed with Armour Piercing heads. Wet clay balls 
when used in a sling spread on impact like Dum Dum bullets. 
e Optional Rule 

Spears, javelins, arrows and crossbow bolts can lodge in a wound 
after hitting. Apart from being understandably painful they act to 
hinder the actions of the target. 

An Attack of Result Area A or B with a “barbed” weapon indicates 
that it has lodged in the target. 

He will suffer a -10% modifier to all physical skills (including 
Combat skills) until the weapon is removed. 

To remove a lodged weapon requires a DEX roll, if failed by 40% or 
more the target takes an additional 1D10-5 Damage. 

Most projectiles can, of course, be poisoned. 

Diseases Bubonic Plague 
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A favourite Disruptor method for reducing unmanageable popula- 
tion concentrations on less technologically advanced parallels. 


It takes two forms Bubonic with swelling at the groin and neck, 
from which recovery is often possible, or Pneumonic where the victims 
choke on their own blood. 


Infection Chance: 50 vs. END per exposure. 

Effect: The character becomes ill after 1 to 5 days. The debilitation 
they suffer causes a -30% Modifier to all actions. If they do not recov- 
ery after 2D10 days they will die. 

Recovery: END vs. 80, a successful Medical roll will modifier the 
chance of success by the Conflicting Skill Modifier. One attempt may 
be made each day. 


Sleeping Sickness 


Transmitted by teste flies; although it can have a Wildcard Mass 
Hysteria transmission as well. 


Causes extreme drowsiness in the victim, in extreme cases the vic- 
tim will fall into a sleep from which they will never awake. 


Infection Chance: 60 vs. END per exposure. 

Effect: The character becomes ill after 1 to 10 days. The debilita- 
tion they suffer causes a -20% Modifier to all actions. 

If the character was infected on a A Result Area roll they will fall 
into a coma and die after END divided by two days. 

On any other Result Area they suffer the debility of falling asleep 
at unexpected moments and the modifier noted to their actions. 
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Recovery: END vs. 60, a successful Medical roll will modifier 
the chance of success by the Conflicting Skill Modifier. 

The character must get successful Medical attention to recover 
from a chronic (coma inducing) infection. 

One recovery attempt may be made every two days. 


Abrin 


A poisonous compound extracted from decorative seeds. 
The poison can be absorbed through the skin (including through 
a wound) or can be ingested. 


Poison Rating 
Ingested — 80 vs. END. 
Skin contact — 60 vs. END. 


Effect: Symptoms of vomiting, diarrhoea, accelerated pulse, delirium 
and cold perspiration can take several (1D10) days to appear. 

There is no known antidote. The result is usually death, the 
character takes 8D10+20 HPs of Damage; a successful Medical roll will 
reduce this to 8D10. 


Cyanide 


Depending on concentration the effect can follow in moments, 
minutes or hours. 


Poison Rating 
Ingested — 75 vs. END. 
Via a wound — 45 vs. END. 


Effect: Stops or inhibits respiration. Causing 1D10 HPs of Damage per 
CR, until the character makes a further an END vs. 75/45 roll; one at- 
tempt may be made each CR. 


Scopolamine 


A toxic compound which at times has been used as a truth ser- 
um. 


Poison Rating 
Ingested — 60 vs. END 


Effect: Makes the character susceptible to suggestion and open to 
Mental Attack by reducing their WIL by 1D10 per dose. 

Up to six doses can be administered to a character without any 
risk of injury. Thereafter the compound becomes toxic and will do 1D10 
HPs of damage per dose over 6, unless the character makes an END vs. 
50 roll. 


Characters are open to simple vocal suggestion when under the 
effect of this poison. 

The character making the suggestion must roll under their INT 
to put it in the proper manner, if successful the victim will comply 
unless they make a WIL vs. 60 roll. 


Poisons 


These can be made available to psionic characters by either 
ZeroZero (PCs) or the Disruptors (NPCs). 


Booster 

Adds 1D10 to the character’s Psi-point total per dose — possibly 
increasing it over their PSI. 

If more than END divided by ten doses are used in a twenty-four 
hour period then the character will start to experience dizziness and 
nausea (Percentage chance equal to 100 minus END), causing a -10% 
modifier to all skills, including psionics. 
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Sights & Scopes 


Focus 


Increases to characters effective WIL by +5 per dose, to a 
maximum of +30. 
The effects last for 1D10 minutes. 


Used to enhance the ranges of various projectile weapons. 


A normal scope doubles each range, meaning that the character’s 
chance of hitting a distant target will remain the same at longer ranges. 


Very powerful scopes can be calibrated to allow the character to 
take shots at targets up to a mile or more away. This, of course, requires 
a weapon capable of making such an attack. 

Given the right weapon and scope an attack be attempted up to any 
range the GM allows. The Attack skill is always halved and the Resuit 
Area shifted one column to the left,'to simulate the difficulty of mak- 
ing such a shot. 


Other sights available to the characters on some parallels include 
Infrared and Ultraviolet sights, allowing them to reduced by 10% the 
negative modifier for most poor visibility conditions. 


Trans-Parallel 
Vehicles 


Pyramid shaped machines used by Disruptor Knights and Rooks to 
travel between the parallels. 

The TPVs used by Rooks are of an open configuration and cannot 
be used by anyone except the Rooks, whose armour shields them against 
the effects of Trans-Parallel travel. 

The TPVs used by Knights are of a closed configuration: the com- 
monest example encountered by ZeroZero agents is a featureless pyra- 
mid, with edges about 12’ long. 

They are often keyed to the Knight’s Biosphere and will not operate 
for anyone else. When operating they are “cloaked” against detection, in 
that their passage through the Psi-matrix causes no appreciable distur- 
bance to it. When arriving or leaving a parallel they can be detected 
using Psychometry or if they arrive within a Biosphere. 


Disruptor TPVs are not actually moved by dint of their own power. 
The machinery on board acts as an enhanced TPC, allowing Disruptor 
control to focus a localised warp in the Psi-matrix around the TPV and 
then move the warp to the parallel of selected. 

This is an automated procedure. So captured TPVs have been used 
by ZeroZero agents, until the Disruptors identify the TPV as stolen; 
when next it is used they move it where they want to, and the ZeroZero 
agents are never heard of again. 


Thompson Mark II 
Spitfire 
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Developed by the Thompson Munition Company of Para 00.38.56. 
Damage: Burning of 1D10 per successful attack, with the additional 
chance that the target will catch fire, as noted on page 72. 

Range: Effective to 30’, Maximum of 45’ and an absolute limit of 90’: 
the flame will not reach beyond this. 

Penetration: Nil. 

Burst: Special — 3. 

Auto: The trigger can be held, allowing a constant stream of fire to be 
played in an Act. This does no more than 1D10 damage to a single target, 
but does mean that the flame can be played across up to three adjacent 
targets. 

Auto modifier is -5%, the weapon has very little recoil. 

Magazine: A belt or back hung cylinder. The smaller belt cylinder has 
enough fuel for 12 shots, the back hung paired cylinders enough for 28. 
Notes: As with the Mark I there is a slight tendency to explode, doing 
1D10 damage for each “Shot” of fuel remaining. 

Although this will only happen on an Attack Roll of “00” and if the 
weapon has been Burst fired in the last CR. 
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The parallel Earths of the 
Arkwright Multiverse are defined 
using the following format. 


¢ Parallel Number 
A sequence of three pairs of 
digits. 


¢ Parallel Psi-Profile 

The present level of Psi-matrix 
activity on the parallel. Together 
with any relevant notes on Psi- 
skills, Talents or Wildcards af- 
fected by the local Psi-matrix. 


e Parallel Description 

Notes on the historical, cultur- 
al and technological differences 
between the parallel being de- 
scribed and our own Earth. 


e Skill Notes 

Any Skills which are affected 
by the Cultural Template should 
be noted here. 


¢ Time Line 

Notes on any major historical 
happenings, arranged in chronolo- 
gical order, which are relevant to 
the parallel. 


¢ Disruptor Activity 

Remarks on the activities past 
(if relevant) and present of the 
Disruptor controlled Lodges and 
other agents on the parallel. 


The Cultural Template is in- 
tended to simplify the GM’s work 
when designing a parallel. 


The yardstick against which 
all parallels are compared is our 
own Earth. (The Cultural Tem- 
plates of ZeroZero make the com- 
parison with their own Earth.) 


The important elements to in- 
clude within a Cultural Template 
are any aspects of the society or 
history that will have a bearing 
on the Adventure the PCs under- 
take on the parallel. 


These details must be sur- 
rounded by enough additional in- 
formation for their importance 
not to be immediately obvious. 


However, players do not have 
perfect memories (even if their 
characters do), so the total infor- 
mation should be kept to a level 
that both the GM and the players 
are comfortable with. 
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Parallel Number 


The Parallel coordinates used 
by ZeroZero do not define a fixed 
point in the Psi-matrix. 

Instead they record the posi- 
tion in the Psi-matrix where the 
parallel was first identified using 
psychometry. After it’s discovery 
the parallel number is used as a 
tag whilst tracking the parallel as 
it moves within the Psi-matrix. 


That the parallels did move 
came as quite a shock to the 
scientists of ZeroZero. Especially 
when a direct correlation was 
found between parallel movement 
and the focal parallels. When a 
major event affecting the Psi- 
matrix occurs, the parallel on 
which the event takes place can 
attract other parallels towards it. 

This has given rise to specula- 
tion on what would happen if two 
(or more) parallels were to col- 
lide. 

This, perhaps fortunately, is an 
event that ZeroZero still has ob- 
serve. 


Likewise the number of paral- 
lels does not appear to be con- 
stant. New ones keep appearing. 
Though how or why are questions 
which even W.O.T.A.N. has been 
(supposedly) unable to answer. 


The only curiosity of real note 
about the Parallel Number is that 
the first pair of digits can denote 
a “trailing generation effect” on 
about 70% of known parallels. 

As an approximate rule of 
thumb, for every ten points of the 
digit the parallel concerned will 
be forty to sixty years behind our 
own Earth with regard to the gen- 
eration living on it. 

This can sometimes tie in with 
the technological level achieved 
by the parallel, but in some cases 
an Earth populated with a mix 
characters from the late 1800s 
will be living in a world of 20th 
Century technology. 


e Creating Parallel Numbers 

This can be done by rolling ten 
sided dice. 

A parallel created as 
“neighbouring” another will — if 
it was first detected in that region 
— have a similar Parallel Number. 
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Parallel Psi-Profile 


See page 121 for effect of the 
Parallel Psi-Profile on Wildcards. 


The Parallel Psi-Profile is the 
final object of the Disruptors’ 
manipulation on the _ parallel. 
Through their machinations they 
will be attempting to increase or 
decrease it, or change it’s level in 
specific locations on the parallel. 


Certain areas on the parallel 
can have a Local Psi-Profile high- 
er or lower than the Parallel Psi- 
Profile. 

Typically these are areas 
where traumatic events have oc- 
curred, such as battles, hideous 
murders or major accidents, 
which lower the Psi-Profile, or 
Leylines and Earthwells, where 
the Psi-Profile will be higher. 
e Creating the Parallel Psi- 
Profile 

Random generation — through 
rolling D% twice, the result of the 
first throw is taken away from the 
second. 


Alternatively the Parallel Psi- 
Profile can be set at a level chosen 
by the GM. 


Parallels with high (positive) 
Psi-Profiles are rife with Wild- 
cards and other psionic effects. 
Parallels with low (negative) Psi- 
Profiles are likely to be under 
heavily influenced by the Disrup- 
tors; the lower the Psi-Profile the 
more the parallel’s population are 
open to manipulation of their col- 
lective psyche. 


Parallel Description 


This can be as brief or as de- 
tailed as the GM and players re- 
quire. 


The description must serve to 
evoke the an atmosphere of the 
parallel on which the adventure is 
taking place, so that the players 
have a sense of how their charac- 
ters relate to the rest of the world. 


In particular the PC’s parallel 
of origin requires enough detail 
for the player to be able to role- 
play his character in a fashion 
consistent with the society the PC 


originated from. 


When the players are under- 
taking missions involving trans- 
parallel travel the parallel de- 
scription can be written in the 
form of a briefing, given to the 
PCs by their control on ZeroZero. 

This can, of course, contain a 
number of errors or misinterpre- 
tations, which the GM can use to 
add interest to the adventure. 


With the incredible variety of 
parallels a fixed structure for par- 
allel descriptions is impossible. 
Although the framework detailed 
below can be used for most paral- 
lels. 


e World Powers. Details of the 
dominant world orders of the par- 
allel. These will be the super- 
power or most notable nations, 
religions which have a significant 
effect on the parallel and any 
other significant global social ele- 
ment; such as notes on the predo- 
minant governmental forms. 


e Significant Differences. Re- 
marks on the unique elements of 
the parallel. These are best illu- 
strated by examples of the histori- 
cal differences and social differ- 
ences, showing how they will af- 
fect the society the PCs will first 
be involved in. 

Emphasis should be given to 
what is the expected normal! stan- 
dards of behaviour as far as the 
PCs’ area of society is concerned. 
(For visiting ZeroZero teams this 
part of their briefings can prove 
woefully inadequate.) 


e Technological Notes. Exam- 
ples of the fundamental technolo- 
gical differences between the par- 
allel and our own Earth. This is 
technology as seen in the daily 
life of the parallel’s inhabitants, 
not forefront of technological re- 
search being carried out (if any), 
although some notes on what 
technologies are developing may 
be appropriate. 

It is important to remember 
that technological development is 
not the same world wide. Poor and 
undeveloped areas will exist 
whose technology may lag consid- 
erably behind the most technolo- 
gically advanced areas (which 
will, usually, be the dominant 
world or social powers.) 
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Technological development 
does not have to be limited on a 
First World, Third World basis. 
Access to technology can also be 
restricted by social forces, such as 
religion or wealth. 


e Player Character Notes. The 
GM should take the time to con- 
struct one or two examples of how 
each of the PCs fits, or should fit, 
into the society of the parallel. 

In the case of a PC originating 
from the parallel these can be gi- 
ven as examples of past events in 
the character’s life. For visiting 
ZeroZero teams, where they are 
expected to blend in with the lo- 
cal society, these would be exam- 
ples of how to behave in circum- 
stances which the character is 
likely to encounter. 


The emphasis of any parallel’s 
description should be focused on 
the area in which the PCs will be 
Adventuring. This means that 
they will have the necessary back- 
ground with which to role-play 
their characters, and the GM will 
not have to create pages of de- 
scription for, say, the Fifth Ro- 
man Empire, when the Adventure 
is set in the Inca democracies of 
South America. 


Skill Notes 


Any restriction on, or change 
to, the skills available to the char- 
acters should be noted here. 


Skills can be altered or re- 
stricted due to the technological 
or social conditions which are re- 
levant to the area of the parallel 
from which the character origi- 
nates, as well as being affected by 
the manipulations of the Disrup- 
tors. 


Disruptor interference tends 
to restrict skills which concern 
themselves with knowledge, free- 
dom of movement and informa- 
tion control. 

Controlling any or all of the 
above enables the Disruptors to 
manipulate aspects of a parallels 
Psi-matrix. 


e Accounting. For this skill to 
exist the parallel must have the 
necessary mathematical develop- 
ment, as well as a social infra- 
structure which requires the abi- 
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lity to keep track of goods and 
money. 

Primitive parallels have little 
need for Accountants. 


e Astronomy. A science, the de- 
velopment of which is hindered 
by the Disruptors to prevent navi- 
gation and thus long distance tra- 
vel on Primitive parallels. 


e¢ Communication. Effective 
communication between govern- 
ments can often prevent conflict. 
The Disruptors use various 
methods to control the use of ef- 
fective communication. This of- 
ten involves curtailing the 
“invention” of radio or the tele- 
graph. On some, exceptional, par- 
allels hidden satellites act as jam- 
ming and interception stations, 
manned by Disruptor astronauts. 


e¢ Computer. A subject of Dis- 
ruptor interest purely for the in- 
formation retrieval capabilities. 

Knowledge is power and com- 
puters can handle raw informa- 
tion very effectively. The Disrup- 
tors use their own highly deve- 
loped computer systems as an aid 
for the Disruptor Lodges, enab- 
ling the fast and accurate process- 
ing of information which then al- 
lows the Disruptors to guide the 
Lodge in the most effective use of 
it’s resources. 

On parallels where the Disrup- 
tors encourage Guild or Caste sys- 
tems the use of computers 
(especially the ability to pro- 
gramme) is restricted to Guild 
members, who are usually Disrup- 
tor controlled. 


e Crafts. Can be affected more 
by the “natural” social conditions 
on a parallel, than be Disruptor 
manipulation. 

In particular any culture prac- 
tising a Caste or Guild system. 


e Drive Vehicle. The parallel’s 
society or Disruptor manipulation 
may act to restrict the mobility of 
the population. 

This is usually an economic re- 
striction, where mobility is set 
out side the reach of the poor, but 
can be restricted, for example, by 
either political or religious con- 
siderations. 


e Electronics. See Sciences. 
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e Language. The languages a 
character can learn as a birth 
right are restricted by their socie- 
ty. 
‘ As with Communication the 
Disruptors find the Language 
Barrier an effect tool in their 
manipulations. 


e Mechanics. As Sciences. 


e Medical. Pain is, for some, the 
most important thing in the Mul- 
tiverse. 

By restricting the development 
of Medical science the Disruptors 
can reap the benefits of the effect 
of suffering and death on the Psi- 
matrix. 


e Pilot Aircraft. Much the same 
as Drive Vehicle. 


e Sciences. It is Mankind’s 
thirst for knowledge, ironically 
the result of the aliens’ creation 
of Man in their image, which 
causes the Disruptors so much 
trouble. 

As Scientific Enlightenment 
spreads the Disruptors’ task be- 
comes harder. Without fear and 
superstition at their beck and call 
motivating the psyche of Man- 
kind into the form the Grand De- 
sign requires becomes increasing 
more difficult; requiring the care- 
ful control of war and economic 
hardship. 


The Disruptors have found it 
impossible to halt the growth of 
science, indeed technology is a 
necessary part of the Grand De- 
sign. 

In order to preserve the equi- 
librium of their plan the Disrup- 
tors have concentrated on making 
science into the new superstition, 
to clothe the fears and concerns 
of Mankind on the Technical par- 
allels with a distrust, and even 
dread (reinforced by manufac- 
tured disasters caused by science 
or technology), of the implica- 
tions of scientific development. 


Time Line 


A chronological listing of the 
significant events of the parallel. 
This is used to emphasise the 
technological, social and histori- 
cal differences of the parallel. 


This can be especially useful 
if the Time Line is prepared as a 


| 


| il 
ly 


fn 


\ 
| 
I! 
| 
! 


Hi 


| 
1 
r 
I 
1 
1 
I! 
i 


hand-out for the players to refer 
to during the game. 

The GM should have a copy on 
which the significance of any 
Disruptor Manipulation on past 
events is noted, particularly any 
that have a bearing on the Adven- 
ture being played. 


The easiest way to create a de- 
tailed Time Line is to use a histor- 
ical reference work in which 
events are given in chronological 
order. (The Longman Chronicle 
series of books are ideal; see Bi- 
bliomancy, page 158.) These can 
serve as a springboard from 
which to create the differences in 
the parallel’s history, whilst 
providing a fund of authentic 
names and locations. 


A slight twist, or reinterpreta- 
tion of an event is all that is re- 
quired. 

It is sometimes advisable, 
when selecting less well known 
incidents, to make a note of what 
actually happened. 

This can be shown on the Time 
Line itself, so that the players can 
compare and contrast the two. 


Parallels on which the nations 
and histories differ widely from 
our own will have to be created in 
total by the GM. 


It is usually necessary to go 
back orly one or two centuries, 
detailing between six and ten 
events per century. 


Disruptor Activity 


The Disruptors very rarely li- 
mit their involvement on a paral- 
lel to a single Lodge or Agent. 

Every significant world power 
or social group on a parallel will 
have been touched in some fash- 
ion by Disruptor activity. 
Whether as a result of direct 
manipulation, or through the 
ripple effect spreading through 
the Psi-matrix due to Disruptor 
manipulation elsewhere. 


In the main this area of the 
parallel description should con- 
cern itself with the organisation 
and aims of the Disruptors the 
PCs will encounter during the 
Adventure. 
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Determine who the first 
Bishop was or is, when and how 
they were contacted. 

Of special importance is the 
guise that the Disruptors appear 
in to the Bishop and the Elite: 
they do not know the true nature 
of the work undertaken in the 
name of “The People of the 
Truth”, “The Illuminated Ones” 
or whatever title the Disruptors 
use for themselves. 

Once you have decided this 
consider how the Disruptor Lodge 
was formed, it’s history to date 
and how it has concealed it’s na- 
ture throughout it’s existence. 
Next note the most recent activi- 
ties undertaken at the behest of 
the Disruptors. 


Inspiration can be readily 
drawn from any number of books 
or films which deal with conspir- 
acy theories. 

The Bibliomancy lists a num- 
ber of books which concern them- 
selves with Secret Societies or 
supposedly “hidden” or secret his- 
tories. 

It is, however, easy enough to 
take actual, visible, government 
departments, or other institutions, 
which exist or have existed, and 
invent an alternative history, 
based on the real one, in which 
the Disruptors either created or 
subverted them. 


It is important to remember 
that the Disruptor Bishop and 
Elite will have plans and concerns 
of their own. 

They are not mindless subjects 
of the Disruptors, but are manipu- 
lated dupes, and can sometimes 
place interpretations on the de- 
signs of the Disruptors which 
cause the carefully planned ad- 
justments to the Psi-matrix to go 
astray. 


Despite the implanted Psi- 
shields and mental conditioning it 
is perfectly possible for a Disrup- 
tor Bishop, or member of the Dis- 
ruptor Elite, to act against the 
commands of the Disruptors in 
what they will see to be their own 
best interests. 


As this is something the PCs 
will often hope to use to their 
own ends the personalities and 
ambitions of the Disruptor Bishop 
and Elite should be given careful 
consideration. 
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Designing Adventures 


First Steps 


Writing an adventure is a little 
like creating the outline of a film 
or TV drama — your players will 
be improvising to a script only 
you will see. 


Decide what the objective of 
the adventure will be, it’s plot. 
Create the main Non-Player Char- 
acters who will interact with the 
PCs. Add in any sub-plots which 
are required; including the design 
of any major Wildcards. 

Keep going through the plot, 
adding detail and notes until you 
feel confident that you can run 
the adventure in such a way to 
create the “willing suspension of 
disbelief” required. 

Bear in mind that the adven- 
tures you write yourself need not 
be as detailed as a commercially 
produced adventure. By virtue of 
creating the plot yourself you 
should be able to improvise as and 
when required; something the 
writer of a published adventure 
cannot take for granted. 


Your adventures should con- 
tain a challenge for the players to 
overcome. To encourage team 
work within the players it should 
be of such a nature that their 
characters will need to cooperate, 
pooling their skills and resources, 
to succeed. 


Two types of adventure are 
considered below — the Awaken- 
ing Adventure and the ZeroZero 
Mission . 

Other types of adventure will 
be considered in further 23rd 
Parallel Games publications. 


Awakening Adventures 


This is the first adventure 
which newly created characters 
will undertake — the adventure in 
which they first learn of the 
Trans-Parallel War, of ZeroZero 
and the Disruptors. 


Begin by designing the Cultur- 
al Template for the PCs’ parallel 
of origin. Then design the PCs 
with your players; their prefer- 
ences for the type of characters 
they want to play should guide 
you in designing the first adven- 
ture. 
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Alternatively you could create 
the PCs and let your players select 
the ones they want to play. This 
can be a good idea if you want to 
place specific limits on the skills 
available, or that the characters 
are tailored to the requirements 
of your adventure. 


e The Awakening. This can 
happen in one of two ways. The 
characters can discover the Trans- 
Parallel War through “stumbling” 
across it, by observing or being 
drawn into a Disruptor or Zero- 
Zero plan as innocent bystanders, 
or manipulated “natives.” 

This can happen in any num- 
ber of ways: a ZeroZero agent or 
Disruptor agent might be driven 
to ask the PCs’ help, they could 
observe some Disruptor activity 
no one was meant to witness and 
be hunted by the Disruptors, they 
could — by dint of who they are — 
be targets or pawns in either a 
Disruptor or ZeroZero plan... 


The second alternative is the 
easiest, one of the characters is 
Psi-active, a Latent with the Em- 
pathic Link (page 123), who is 
contacted by their Alternative 
Self on ZeroZero. 

The trauma of this Awakening 
can often send a _ recognisable 
shock wave through Psi-matrix; 
the Disruptors know to watch for 
this sign and will send agents to 
attempt the elimination of this 
new threat to them. 

The solution makes for a sim- 
ple first adventure: Character has 
Psi-skills revealed, character 
learns of the Trans-Parallel War, 
character has to gather a trusted 
group of friends around him and 
flee with the Disruptors hot on 
their tail. 

More complex first adventures, 
with a Disruptor activity close at 
hand which must be thwarted, are 
easy enough to excuse: the Disrup- 
tor activity itself has acted as the 
catalyst Awakening the Psi-active 
character(s). 


The typical first adventure 
would end with the PCs contacted 
by ZeroZero, briefed on the his- 
tory of ZeroZero and the Trans- 
Parallel War, and established in a 
“safe house,” from which Zero- 
Zero will direct them on their 
Missions. During the adventure 
they will have had enough contact 
with the Disruptors to know that 
they are the threat ZeroZero says 
they are. 


ZeroZero Missions 


Once the PCs are established 
as ZeroZero agents then Valhalla 
Nova will begin finding work for 
them. 

A new ZeroZero team will of- 
ten be contacted by any other 
ZeroZero agents on their parallel. 
This first contact is an opportun- 
ity for the players to gain a TPC 
and access to a supply of Psi- 
drugs, as well as undertaking any 
training they may need: usually 
combat skills. 


The majority of ZeroZero 
Missions are espionage based. 

The characters are given a 
briefing on a situation involving 
(apparently) the Disruptors, they 
begin to investigate the circum- 
stances, locate the Disruptor 
agents and find out what they are 
up to, finally an attempt to sabot- 
age or destroy the work of the 
Disruptors is made — usually pro- 
ducing an explosive climax to the 
adventure. 


The briefing by ZeroZero at 
the start of the adventure, and 
communication (when possible) 
during the adventure, can be used 
to direct your players towards the 
information and actions they will 
have to take to complete the miss- 
ion. 


Other missions include: the 
observation of, or encounters 
with, psionic phenomena; instiga- 
ting counter-Disruptor manipula- 
tions, where the PCs are given the 
job of “spoiling” the efforts of a 
Disruptor Lodge, by means of 
propaganda, industrial espionage, 
bribery and other dirty tricks; 
acting as “power brokers” for 
those interests on the parallel 
identified by ZeroZero as focal 
to the events on the parallel; mak- 
ing contact with new agents, or 
attempting to recruit them; the lo- 
cation of and then use by the PCs 
of Trans-Parallel Gates. 


It is recommended that the 
PCs should not be in total control 
of their Trans-Parallel Travel. 
Having them learn how to use the 
Gates allows the GM to restrict 
their parallel hopping; giving a 
predetermined starting point to 
the next adventure on the new 
parallel. 
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Twenty-three Adventure Outlines & Ideas 


Some brief Adventure ideas and some general observations on the nature of the Multiverse. * 


1-10: Adventure outlines. 


11-16: Observations on various Disruptor methods and curiosities. 


17-20: Notes on some peculiar or interesting aspects of the Multiverse. 


21-23: Some Adventure suggestions which are not to be taken foo seriously. 


le The ZeroZero agents have to 
isolate the method of Disruptor 
influence on the President of the 
United States/Federation of Ger- 
manic States or other major world 
leader on their parallel. 


Once they have discovered the 
method through which the Dis- 
ruptors communicate with their 
Bishop the ZeroZero agents are to 
interrupt the chain of command 
and substitute instructions origi- 
nating from W.O.T.A.N.. 

These instructions inform the 
Disruptor Bishop that the other 
members of the Disruptor Elite 
are counter-agents. The Bishop is 
to expose them to the world 
media, but is first to destroy all 
evidence linking him to them. 

The object of the plan is the 
throw the Disruptor Elite into 
confusion. 


The true Disruptor Elite con- 
trolling the actions of the Presi- 
dent, and the other highest offi- 
cials of the government, is the 
agency responsible for their se- 
curity. 

Control is achieved in the fol- 
lowing manner. Once a certain 
rank is reached in the government 
every official undergoes a medi- 
cal check at a secure, government 
hospital, controlled by the secur- 
ity agency. 

During this check they are 
also briefed on the security appar- 
atus which surrounds them. This 
is a smoke screen to cover the 
creation of hypnotic controls, 
thought implants (page 126) and 
the surgical implanting of a 
theta-wave modulator at the top 
of the official’s spine. 

These devices are tuned to the 
Psi-skill, Tele-Transmission, of 
the Disruptor Bishop who con- 
trols the Disruptor Lodge. He can 
project thought implants, via the 
device, at a cost of only one Psi- 
point per implant and without 
having to make a Mental Attack. 


The hospital is Disruptor Elite 
HQ and holds a standard TPC set- 
up. 
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2e W.O.T.A.N. has detected an 
unusual energy pattern in the Psi- 
matrix on the PCs parallel. The 
PCs are sent to track down the ex- 
act cause of this energy flux. If it 
is of any value to ZeroZero they 
are to try and acquire it. 


The cause of the energy flux is 
a Changeling artifact, a “solid 
state” TPV in the form of a suit- 
able ancient relic. It is located at 
an archaeological site in South 
Africa or South America which 
has yet to be discovered by the 
Archaeologists of this parallel. 

Unfortunately for the PCs the 
Disruptors have also noted the en- 
ergy anomaly and have sent their 
own team to investigate it. 


The site is in a remarkable’ 


state of preservation, due to the 
existence of a “lost tribe” who 
preserve it against the return of 
their master, the Changeling. 

Both the PCs and the Disrup- 
tors will be put in the position of 
proving their right to the artifact 
by the Lost Tribe. Which will in- 
volve them undertaking and sur- 
viving a number of ordeals. 

The GM should create tasks 
that are within the range of the 
PCs skills and abilities. An exam- 
ples would be creating gun- 
powder from chemicals supplied 
by the Tribe, an art lost to them, 
but practised by their Changeling 
enlightened forbears. 


The Disruptor team should be 
created to be a fair match for the 
PCs. Like them they will be sub- 
jected to a variety of tests. 

The final prize is the right to 
enter the Temple and attempt to 
pass through to the sanctum. This, 
of course, involves getting past a 
number of traps set by the Chan- 
geling using sophisticated engin- 
eering. And the Disruptor team 
will have to be dealt with at some 
point. 


Some players may feel that 


having a character who can use a 
whip will be useful in this adven- 
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3e ZeroZero requires the PCs to 
contact a Latent psionic, who has 
the Empathic Link with an ASelf 
on ZeroZero, but is refusing to ac- 
cept the telepathic messages that 
he is being sent. 

The Latent psionic has been 
diagnosed as being mentally ill 
and has been committed to a se- 
cure institution. The PCs will 
have to organise a kidnapping to 
free him, and then persuade him 
to join their cause. 

The Disruptors on this parallel 
regularly examine psychiatric 
medical reports looking for any 
indication of Psi-ability and will 
be closing in just behind the PCs. 


4e A serial killer is a Disruptor 
creation; an insane Psionic with 
Enhanced physical attributes and 
a Wildcard Self-Healing ability. 

The police force are Disruptor 
infiltrated and the special squad 
assigned to stop him are actually 
acting as his Minders. 

The serial killer is murdering 
Latent psionics, causing disrup- 
tion to the local Psi-matrix. This 
has a direct effect on the areas 
where the murders take place: 
feelings of fear, paranoia and an- 
xiety are all reflected in day to 
day events. 

The PCs have the job of track- 
ing the serial killer down. 


Se Save the Whale. The psionic 
resonance created by whales con- 
tributes to the stability of the psi- 
matrix. Thus on many parallels 
the Disruptors have had them 
hunted into extinction. 

The ZeroZero agents are to sa- 
botage the whaling operations of 
Japan, which are directed by the 
Disruptors.. 


6¢ Dalton’s model. 

Requires a_ parallel whose 
technology has been repressed by 
the Disruptors. 

Following revolution in Eur- 
ope (similar to the historic 1789 
revolutions) ZeroZero has man- 
aged to advance the progress of 
science significantly, by the re- 
lease of scientific papers suppos- 
edly penned by Dalton and 
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smuggled out of the England a 
few years ago. 

What ZeroZero needs to do is 
recruit the most promising new 
scientists in Europe and use them 
to accelerate scientific progress. 

The Berlin European Scienti- 
fic Conference is the ideal place 
to recruit them. However, it is 
likely that one or more of the 
scientists will be Disruptor 
agents. 

The PCs have to identify and 
eliminate the Disruptor agents, 
then select those scientists to be 
recruited to the ZeroZero cause. 


Matters are complicated an 
unseasonable snowfall which 
brings Berlin to a complete stand- 
still and isolates the building 
where the conference is taking 
place. 

The Disruptors have engin- 
eered the snowfall — directing a 
blizzard from another Parallel — 
with the power cut off, and the 
scientists (and PCs) trapped by 
twenty foot snow drifts the Dis- 
ruptors send in a team of assas- 
sins, led by a Disruptor Knight... 


Je Blood Sport — for those play- 
ers heavily into Combat. 

Gladiatorial games in Rome. 
Featuring modern weapons in 
mazes and televised team events. 
Each year the Emperor grants the 
wish of the winning team. Zero- 
Zero desires the PCs to enter, win 
and ask that the Emperor lift the 
exile imposed on his son; who has 
been recruited “as a ZeroZero 
agent. 

ZeroZero can provide an edge 
by giving the PCs the design of 
some Advanced form of light 
weight Combat Armour (GM: de- 
sign to suit the weapons being 
used). They also suggest that the 
PCs cheat by hacking into the 
computer system which controls 
the random layout of the Arena 
Maze. The combination of strong 
personal protection and advanced 
knowledge of the terrain should 
make the PCs unbeatable. 


8e Leylines. 

The Disruptors control most of 
the naturally occurring Gates be- 
tween the parallels. On most par- 
allels the Gates rarely, if ever, 
open without outside prompting. 

W.O.T.A.N. has designed a 
prototype device which should 
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provide the impetus to open a 
closed Gate and then mask it from 
the Disruptors. 

First of all the PCs must se- 
cure the equipment and facilities 
to construct the device (requiring 
the theft of rare industrial com- 
ponents and an emerald which has 
a peculiar psionic resonance), 
then they must conceal it’s instal- 
lation near a ring of standing 
stones (or other GM _ designed 
Gate site) and finally find out if 
it works or not. 

The Disruptors will be alerted 
by the theft of the Emerald, 
whose resonance they have al- 
ready catalogued, and a team 
from the local Disruptor Lodge 
will be sent to investigate... 


9e The PCs are given the details 
of a man whose ASelf on another 
parallel is a Disruptor agent. The 
known ASelf is a Psionic, possibly 
a Disruptor Knight, who has 
killed two ZeroZero agents. 

It is their job the locate the 
ASelf of their parallel and ob- 
serve him, to identify if his is a 
Disruptor agent or not. 

The ASelf of the PCs’ parallel 
is a Psionic, but is not a Disruptor 
agent. In fact he has been running 
from them for most of his adult 
life and will almost certainly mis- 
take the PCs as Disruptor agents. 

That a team of local Disruptor 
agents are also in on the hunt will 
further muddy the waters. 


10e¢ Industrial acceleration. For 
a parallel where the technology 
has not progressed beyond the 
1700s. The Disruptors have estab- 
lished a Lodge in a poor, though 
populous, third world country. 
They have supplied technological 
knowledge and managerial gui- 
dance which has rapidly acce- 
lerated the country into a state of 
industrial revolution. 

The country’s government, a 
Disruptor Elite, are being primed 
to set out on a path of economic 
and military conquest, the final 
aim of which is world domina- 
tion. 

The PCs must prevent this by 
creating a Luddite style backlash 
against the industrialisation. Con- 
ditions are ripe, with high unem- 
ployment caused by increased 
mechanisation, but the PCs will 
have to create their revolution be- 
fore the army of the unemployed 
becomes the actual military army 
of the country. 
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lle Mass hysteria. The use of 
broadcast Thought Implants, usu- 
ally through a coven of Disruptor 
dupes, whose own PSI is con- 
sumed, and controlled by a Psi- 
machine. 

The effects can range from 
sudden outbreaks of imagined tar- 
antula bites, seen regularly in 
Southern Europe, to more subtle 
and insidious religious or political 
hysteria. 

Thousands of these machines 
were used by the Disruptor 
Lodges controlling the Nazis dur- 
ing the hundreds of Second World 
Wars engineered by the Disrup- 
tors. 

Modern consumerism across 
many parallels is aided and dir- 
ected by Disruptor manipulation. 


12e Plagues. The Disruptors 
have engineered diseases to cull, 
or otherwise afflict, population 
groups and precipitate social 
change. The Black Plague was 
perhaps the biggest exercise of 
this method. 

The affect on the Psi-matrix 
can compound to create a Stand- 
ing Wave of unease or almost 
palpable evil which can affect the 
inhabitants of plague infected 
towns. 

Calcutta is notable, especially 
with the Disruptor control of the 
Kali Death Cult, and London’s 
miasmic psychic atmosphere was 
compounded on many parallels 
when the Great Fire followed 
hard on the heels of the Great 
Plague. 

In the final years of the Grand 
Design a variety of plagues were 
launched. Most with the aim of 
concentrating the sick in one 
area, such as a city, where the en- 
larged population can then be ea- 
sily manipulated. 


13e Superpower formation. 
Most empire builders have been 
Disruptor controlled. The concen- 
tration of power in the hands of 
an Elite is the fundamental build- 
ing block of the Disruptor strat- 
egy. Allowing them to manipulate 
significant areas of an Earth 
through a few agents. 

Some empires, such as that 
created by the various Russian re- 
volutions, did not form as the re- 
sult of Disruptor tinkering, but 
were swiftly subverted to Disrup- 
tor control. 
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In more recent years the Dis- 
ruptors concentrated on gaining 
control of the invisible empires 
of banking and industry. 


14e Pollution and _ Ecological 
Warfare. Every animal driven into 
extinction removes a_ variable 
from the Psi-matrix, making it 
easier for the Disruptors to con- 
trol. 

The same applies to plant life 
and the tainting of the land, air 
and sea by pollutants. 


15e Science. Whilst the Disrup- 
tors have found it impossible to 
stifle the creativity of man (the 
Inquisition and Galileo being one 
example of such attempts) they 
have endeavoured to direct the 
products of that creativity to 
their own ends. 

This is mostly achieved 
through economic or social engin- 
eering. Where the Disruptors en- 
deavour to have most scientific 
work controlled and/or funded by 
the military, industrial or eccle- 
siastical elements of a culture. 
This allows the effects of the 
work to be altered or even sup- 
pressed by the controlling ele- 
ment. 


16e¢ The ability to tell the time 
accurately creates an order and 
structure within the Psi-matrix, 
so much so that the Disruptors 
went to great labours to destroy 
the Assyrian empire by inspiring 
the Medes and Scythians against 
them. (Work later undone by the 
Five, who inspired the revival of 
the Water Clock, even to the 
length of having Plato build one 
with an alarm.) 

Time zones and GMT (or 
World Standard Time), in 1884, 
were a Disruptor inspiration: hav- 
ing different times around the 
Earth creates a subtle barrier 
against world unification. 


17e The hidden continent. His- 
torically the Disruptors began by 
creating spheres of influence in 
the Eurasian subcontinent. Where 
possible they encouraged the voy- 
ages of exploration which would 
lead to the discovery of the New 
World, the subjugation of it’s po- 
pulation and the exploitation of 
it’s resources. 

The explanation for this rests 
with the Changelings, who fled or 
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migrated to what became the 
Americas to escape the local Psi- 
matrix of the Eastern hemisphere, 
where the aliens originally estab- 
lished themselves. In their turn 
they altered the Psi-matrix of 
North and South America and 
profoundly affected the psychic 
abilities of the native Americans. 

On some parallels, usually 
those whose technology had been 
stifled since the 1400s, the Ameri- 
can sub-continent had still to be 
discovered. In the last years of the 
Grand Design the Disruptors em- 
barked on the creation of many 
new American frontiers, with 
slavery, looting and destruction 
of the native habitat being their 
apparent aims. 


18¢ Focal points in the Psi- 
matrix. Some occur naturally, in- 
cluding Leylines and the Gates 
between the parallels. Most con- 
temporary foci were created by 
the efforts of the Disruptors as 
part of the Grand Design. 

The function of the Disruptor 
created foci act on the human sub- 
conscious, bending it into certain 
patterns of behaviour. 

The Disruptors have been most 
successful in creating cities which 
are reflections of the whole of a 
parallel: New Yorks and Londons 
where a First World of the Rich 
lives along side a Third World of 
the Poor. Where conflicts be- 
tween gangs, criminals and busi- 
ness concerns can be controlled 
with near surgical precision. 

The effects of these conflicts 
are magnified by the focus and 
spread out through the entire 
world and it’s neighbouring paral- 
lels. 

Thus a feud between two gangs 
can cause a war in the Third 
World and a small business going 
bust can topple a world wide con- 
glomerate. 


19e Changelings have survived 
to the present day, as have some 
of the mythical creatures born 
out of the Age of Wonder. 

Those that have survived are 
usually those most able to pass for 
human. So their are parallels 
where vampires and werewolves 
walk, sustained by the conditions 
of the Psi-matrix which allows 
their peculiar Psi-abilities to 
function. 
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20e The laws of physics are not 
constant across the parallels. 
There are some where the Psi- 
matrix will not allow certain 
things to function. 

The Psi-matrix on these paral- 
lels reacts to what a thing is, the 
concept of the individual thing, 
rather than it’s component parts. 

As an extreme example on 
such a parallel, water will still re- 
fract light in the accepted man- 
ner, there will still be rainbows, 
but a created prism will not re- 
fract light, because the Psi-matrix 
does not allow the concept of an 
artificially created prism having 
such an effect. Or a parallel where 
atomic fusion can be persuaded to 
take place at a slow rate, but 
could never be used to create an 
explosion. 

These parallels are at either 
end of the Probability Valency 
Curve predicted by Marx, where 
the multiverse is close to chan- 
ging into something that the ac- 
cepted laws of physics cannot re- 
cognise and will therefore cease 
to exist from the point of view of 
such an observer. 


21e Conversion. The Disruptors 
are just getting a bad press from 
ZeroZero and such self-interested 
entities as the Five. 

The TRUTH IS the multiverse 
is always destroying and recreat- 
ing itself, and EVIL creatures like 
the Five are able to pass through 
the Destruction and Rebirth and 
then repeat a variation on the 
same grand theme again. 

The Bringer of Light was a 
Human of the previous incarna- 
tion of the Multiverse, he man- 
aged, through a combination of 
Psionics, and Science to pass, 
through, and his Aeons long miss- 
ion has been to create the right 
conditions to break the cycle. 

The PCs must help, they have 
to stop Arkwright. 


22e The final conspiracy. Be- 
hind the Disruptors and ZeroZero 
is another Grand Manipulator, 
who created the conflict between 
them. 

The PCs are contacted by that 
aspect of the Grand Manipulator 
which wishes to stop the conflict. 
The Grand Manipulator believes 
that It is also being manipulated 
and wants the PCs to discover the 
source of that manipulation. 
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When they do they will find 
that this Great Ultimate is also 
being controlled ... and so on. 


23¢ The final Adventure. 

A mystic in England has had a 
revelation of staggering propor- 
tions, the shock of which has sent 
a ripple of energy throughout the 
Psi-matrix. The race is on be- 
tween the PCs & the Disruptors to 
find Anraby Bolt. 

He lives in Preston and will be 
found after a desperate search by 
the PCs. His message is this, “We 
are nothing, we don’t exist. You 
and I are all creatures of another’s 
will. Each one of you, you are not 
you, but shadow-things created by 
the thoughts of others, playing a 
strange and terrible game with all 
our destinies...” 

And he will rant on and on 
about a Book, a graphic novel in 
which the multiverse was created, 


of how it was crafted by the. 


Author of All Things, whose 


name is Bryan Talbot, and how an. 


RPG came to pass in the fullness 
of time. 

A remarkable psychic, but 
quite insane, of course. 


Bibluomancy 


Books with which to build 
your Multiverse. 


If you have the time there is 
nothing more satisfying than 
turning out an extensively re- 
searched Parallel, whose Alterna- 
tive History is the fruit of many 
hours of enjoyable labour. 

The lamentable fact is that 
most of us do not have the time to 
spend on such things. Fortunately 
imagination can patch the most 
tattered cloak of description, and 
in play-testing we had consider- 
able fun on parallel whose entire 
cultural template was “The Ger- 
mans won the war in Europe, 
which America never entered, 
and Russia sued for peace in 1950, 
after the Atomic Bomb was 
dropped on Stalingrad.” 

Both players and GM con- 
trived to create the Alternative 
History as the game was played. 


For those that want to put a 
little more meat on the bones of 
their Multiverse the following re- 
ference works have proven useful 
to me. 
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A History of Magic, Witchcraft & 
Occultism 
—W. B. Crow (A) 


(The) Book of the Damned 
—Charles Fort (A) 


Chronicle of the World 
Chronicle of the 20th Century 
—Longman (P) 


Dictionaries of history, various 
titles. 
—Penguin (P) 


Dark Side of History 
—M. Edwardes (A) 


(The) Domain of Devils 


—Eric Maple (A) 
Encyclopaedia of Mysterious 
Places 

—Dragon’s World (P) 


Encyclopaedia of Witches & 
Witchcraft 
—Rosemary E. Guiley (A) 


Fontana History of Europe, series 
of books. 
—Fontana (P) 


Hutchinson Encyclopaedia 


(The) Illuminoids 
—N. Wilgus (A) 


Mysteries of the Unexplained 
—Readers Digest (P) 


Phenomena 
—Thomas & Hudson (P) 


Penguin Atlas of World History, 2 
volumes. 


Readers Digest Atlas of the World 


Secret Societies 
—Arkon Daraul (A) 


Science & the Supernatural 
—John Taylor (A) 


Secret Societies 
—Norman MacKenzie (E) 


Time Tables of History 
Time Tables of Science 
—Simon & Schuster (P) 


Times Concise Atlas of World 
History 


(The) Unexplained 
—Orbis (P) 
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(A) Author 
(P) Publisher 
(E) Editor 


Adventure Packs 

These contain between two 
and five complete adventures, all 
set on one or two parallels which 
are detailed within the Adventure 
Pack. 

At the time of going to press 
two Adventure packs are sche- 
duled for publication. 


Brave New Worlds 


A source pack of five Adven- 
tures for players new to the Ark- 
wright Multiverse. 


The Lion and The Bear 

On an Earth in which decades 
of Cold War between the British 
and Holy Russian Empires has di- 
vided Europe in two, the world is 
poised on the brink of total war. 

Both Empires have the newly 
invented atomic bomb. Both know 
it would be madness to use it. 

Yet ZeroZero knows, where 
the Disruptors meddle, madness 
follows. 


Campaign Packs 

These are intended to expand 
the game’s horizons. Aside from a 
series of inter-linked Adventures, 
they contain essays examining 
aspects of the Arkwright Multi- 
verse, new skills and detailed par- 
allel descriptions. 

The following Campaign Packs 
are in preparation. 


The Parallel Campaign 

The players get to help Luther 
Arkwright himself, in a series of 
adventures which mirror the 
events in the graphic novels. 

Their first task is to arrange a 
duel which is one of the key 
events of the graphic novels. 


Childhood’s End 


A source book for adventures 
set in the aftermath following the 
end of the graphic novels. With 
the Disruptors defeated what do 
the players do next? 

The answers are here. This 
campaign pack will provide infor- 
mation and advice for the referee 
who wants to take their adven- 
tures beyond the “classic” Ark- 
wright period. Together with two 
complete adventures and three ad- 
venture outlines. 
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The Adventures of Luther Arkwright 
The ROLE-PLAYING GAME 
CHARACTER SHEET Player 


Parallel of Origin 
Life Points 
Professional Bonus 


ATTRIBUTES 
Strength 
Endurance 
Dexterity 
Intellect 
Willpower 
Psi-Rating 


COMBAT 


SKILLS 


NOTES 


COMMON SKILLS 
e SENSES 
Listen 
Observation 
Scent 
Taste 
MODIFIERS Touch 

Damage Bonus (DB) 

Recovery Rate (RR) 

Actions (Acts) 


Active/Non-active 


Sub-skills 


PSIONICS 
Base Range 
PSI-RR 


TALENTS 


PSI-SKILLS 


PSI-Profile 


©23rd Parallel Games 1992 


Rules Questions 


Please address any queries about the Game System and the nature of the 
Arkwright Multiverse to the address below, enclose a Stamped & Self Addressed 


envelope. 


If, in the course of your Gaming, you use the rules in a particularly novel or 
inovative way, and would like to pass a few hints on, please send details to the 


same address. 


ly 


Hi 
air 
g 


” =e ‘a 
The Magazine for Players o 
The Luther Arkwright Role-Playing Game 


Available by subscription only W.O.T.A.N. will 
contain at least one original adventure per issue. 
These adventures WILL NOT appear later in the 
shops under the guise of “All New Adventures.” 
Although the same might not hold true for various 
of the Cultural Templates, Weapons, Equipment and 
Psi-skills which will appear first in W.O.T.A.N. 


To subscribe to W.O.T.A.N. please send a che- 
que for £6 — for Five issues — made payable to 23rd 
Parallel Games. Please print your name and postal 
address, including Post Code, on the reverse of the 
cheque. Mark your envelope “W.O.T.A.N. Subscrip- 


The Adventures of 
Luther Arbwright 
eThe Graphic Novelse 


Details of how to order 
copies of the three graphic no- 
vels can be obtained by writing 
to the address below. 

Please enclose a Stamped 
& Self Addressed Envelope. 

You can also expect to be 
sent details on other offers of 
Mr. Talbot’s work, especially 
signed copies of Arkwright. 


tion” and send it to the address below. 


After all, he has a living to 
make. 


A Small Afterword to the First Edition 


It has been a long time since Bryan asked 
me if I’d write this Role-Playing Game. 

What you are playing still bears some re- 
semblance to the notes scribbled on a beer mat 
that night. Although there are six Attributes in- 
stead of eight, but the basic concept of the 
(occasional) unpredictability of Psionics re- 
mains unchanged. 

The Luther Arkwright computer game and 
the Luther Arkwright board game have, unfor- 
tunately, fallen by the way in the meantime. Yet 
I would like a stab at playing the “Battle of Lon- 
don Board-Game”, and who could resist collect- 
ing “Bell’s Heroes of the Revolution”? Both to 
be seen in Book Three of the Adventures of 
Luther Arkwright. 

Maybe some day. 


For his unwavering support and encourage- 
ment my thanks to Bryan. 
_ Thank you for letting me loose in your Mul- 
tiverse. 
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There are, of course, many more people to 
thank. 


The Preston Speculative Fiction Group de- 
serves a special mention. If only, of course, for 
just being the Preston Speculative Fiction 
Group. 


Many thanks to Jason, Paul, Adrian, Dave 
and Nigel for their help in the final months of 
preparation. 


More thanks than are possible to Pauline, 
who did much more than help. 


There will be more to follow this, the Multi- 
verse is a big enough place for years of fun. 
And, as at the time of writing, Bryan is already 
gathering material for the further adventures of 
a certain Mr. Arkwright. 


Have fun, thank you for buying this game, 
and remember, that is all this is, a game — enjoy. 


James Brunton 
Preston — May 1992 
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GQbhe Adwbentuces of 


Luther Arbwrigbt 


THE 
ROLE-PLAYING GAME 


Competition 


Having bought your copy of the Luther Arkwright Role-Playing Game you now 
have the chance to win one of the following prizes. 


First Prize 
e An original piece of artwork featuring the winner and Arkwright in a suitably 
action packed pose. 
e A copy of the limited edition hardback of The Adventures of Luther Arkwright. 
e A unique adventure, written especially for the characters supplied by the winner. 
Second Prize 
e Original artwork by Bryan Talbot, signed and framed. 
¢ A copy of the limited edition hardback of The Adventures of Luther Arkwright. 
e A unique adventure, written especially for the characters supplied by the winner. 
Third Prize 
e Artwork by Bryan Talbot, signed and framed. 
e A copy of the limited edition hardback of The Adventures of Luther Arkwright. 
e A unique adventure, written especially for the characters supplied by the winner. 


The First, Second and Third prize winners will, in addition, get the same Prize Bundles 
as the Runners-Up. 


Five Runner-Up Prizes 
e Arkwright poster. 
e Signed, numbered prints by Bryan Talbot. 
e Arkwright badges. 


All entries made on these entry forms will be sent a copy of the twelve page 
introductory adventure, which will be bagged with the game after the prize draw for 
the competition has taken place. 


How to Enter 
Answer the three questions below and send the tear off slip to the address at the bottom 
of the page. 

Please mark your envelope Arkwright Competition. 

The prize draw will be made by Bryan Talbot, at the first Preston Speculative 
Fiction Society meeting to fall in April 1993. The winners will be notified by post. 

For a full list of the competition rules please enclose a stamped addressed envelope 
with your entry form. 
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Che Adventures Of Luther Arkwright — Competition 


Q1. In what year was Luther Arkwright 


BigP ooh o  ht Boa occiten caw nahdbnas Please complete in block capitals, in ink. 
Q2. Give the full name of the Disruptor PUMMINLS Spice ac ux aovhagrawiancnisniana TRA he Hess aeed Ob ESS; : 
Knight “removed” by Arkwright in POET ORE «cain knlaiiietsuinbraniat averted encbusteaaseaiceeves 


Sts PRLCLBOUT ES 6 sh dth. eset aruGamteWaiaidacketienne  bersoinie be evaniwdtaghesqrwses uss sdayaweaeal ee Oiaisandsndyys abateae vei 
C5. What is Arkwrignt’s “Warrior Option” (——savinicdassirdavessaniaar caine aqiasagstaesas eapaaseniansgsanesady ere 
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The Adventures of 
Luther Arkwright 


THE ROLE - PLAYING GAME 


Based on the graphic novels, created by Bryan Talbot, which 
detail the life and times of Luther Arkwright. 


This Role-Playing Game is set against the background of the 
Arkwright milieu, in which a secret and deadly war is being fought 
across myriad alternative Earths. 

These Earths, known as Parallels, are all echoes of the same 
basic blueprint. Some are much like our own world, but with slight 
variations in history and technology. Others are stranger, their 
history and technological development incredibly varied. 


The instigators of the Trans-Parallel War are the Disruptors, 
who have manipulated social and technological trends across the 
parallels for centuries. Their aim is uncertain, their methods 
hideous and eldritch. 

Opposing them is a single Earth, ZeroZero. An Earth free of 
Disruptor influence, struggling to counter Disruptor activities on 
all those parallels it’s agents can reach. 


The players take the part of characters involved in the 
conflict on the side of ZeroZero. Either as ZeroZero agents, or 
unwitting bystanders drawn into this strange and terrible war. 


Contents A comprehensive rules system, featuring 


e Character generation ¢ A sophisticated but simple skills 
system, entirely based on the use of percentile and “ten- 
sided” dice 

e A combat system which can be varied in complexity to suit 
the players’ tastes 

e Psionics rules: which detail the use and background of such 
fabulous mental talents as Telekinesis and Telepathy 

e The rule system is illustrated by examples from the graphic 
novels; unlike some RPGs based on films and comics, 
everything which happens in the graphic novels can be 
duplicated by the rules system 


A full background for the game, featuring 


e The Known and Secret Histories of the alternative reality 
in which the game is set. Including information available no 
where else on Arkwright, the Disruptors, ZeroZero & much 
more 

e A section for the game’s referee, giving advice on creating 
and running adventures. Together with more unique “For 
Your Eyes Only” information 

e The Bestiary - a miscellany of additional information, 
equipment notes, comments and optional rules 

e Twenty-three adventure outlines, illustrating the incredible 
range of adventure situations possible 

e Bibliomancy: a selection of reference books useful to the 
players and game’s referee 
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